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Atlanta, Georgia. The findings? 
A games industry commercially healthy 
with newly restored confidence, but 
creatively ailing with clones, sequels, and a 
| startling dearth of onginality. 

The predominance of 3Dfx was a sure 
sign that the PC has, after a number of 
false starts, finally come of age as a games 
system — even with little more than 
follow-ups to last year's hits to show for 
12 months’ hard work. 

But Nintendo looked as though it was 
already running short on ideas, despite 
healthy sales figures. Beautiful but blatant 
Mario 64 clones were much in evidence, 
and only GoldenEye seemed to offer 
| anything new. Even the PlayStation, which 
| until very recently was lauded for saving 
the industry from seemingly terminal 
decline, seemed to be struggling under the 
weight of hundreds of substandard games. 

And with the recent death of 
Matsushita's M2 project, and the 
continued decline of the Saturn in the face 
of increasingly fierce competition, could 
the videogame market, only recently 
seeming so buoyant, be on the verge of | 
another downward spiral? 

Peculiarities such as Metal Gear, 

GoldenEye and Spec Ops would suggest 
not. But come 1998, a year that promises 
yet more evolution with precious little 
revolution, such games may be the 
exception rather than the rule... 


The future is almost here... 


= his month, Edge attended the 
T first E3 event to be held in 
| 
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E5 dominates the news this month as the software big guns 
wheel out their lates! developments. Meanwhile, in Japan, SNK 


-onhrms details of its new сипор system, Hyper Neo-Geo 54 








Edge looks at a new football title aimed at the pubs scene which 
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inks, could see teams from alehouses across the 
uni competing agains! each other in realtime action game: 
Renewed: a new CD-ROM trom Coldout Samsung s GX TV, Force 


FX's force-'eedback PC joystick, a PAL DVD player Trom Thompson 
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and Howie B's Tum The Dark Off, plus books and more musi 


19 Netview 


Edge speaks to Internet technology expert Cromwell Systems 
about its transtormation of the Computer Channel's website anc 
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Sony of Japan releases a novel lightshow CD for the PlayStation 
F | Р dare fr T - 7 -$ 7 DANAO 
Bandai announces plans Of lamagoloni reaching gaming 
platforms; Sony dishes nut ifs software awards for 1997 


22 An audience with... 





Edge speaks to Andy Keane and Brian P Bruning of 3Dfs about 
| jormination of the PC XD acceleration market, iis 
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Previews of Prey, Quake 2, ine Reap, Banjo-Kazoore, Conners 
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76 Testscreen ka 


Rare's N64 secret-agent adventure GoldenEye takes centre stage, 
while Time Crisis gives PlayStation owners more arcade action, and 
(COM: Apocalypse redefines the standards in PC strategy gaming 


88 Arcadeview 


Sega's AM2 continues its pursuit of racing game domination with 
плите bilang title Moto Ferd, while Taito delivers something 


man маал rr audis nens Ern the Cite AL eol tá na 
more down to earth with Jude By Side 2. leatunng sports cars 














hin di == " Acciairmed artist Steve Stone is pohled, and artwork from Final 
егі быш FETTE JUNE £ pu. 
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115 Retroview 


Edge remember: seminal future- Sports game Benlblazer, and looks 
at what ranks as The most powerhul com-op emulator to date 











116 Develop 


Virtually Unlimited unveils 3D Game Machine 2.0, à development 
tool which promises to take some of the legwork out of PC 3D 
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With no new hardware 
announcements at the show, it 
was down to Nintendo ta spice 


things up with Banjo-Karooie 
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PC GAMES GO FOR GOLD IN ATLANTA 


The Atlanta E3 show opened its doors in late June to the usual 
heaving throng of journalists, industry veterans, buyers, 
salesmen, PR executives, and assorted hangers-on from 
around the globe who shambled around not really knowing 
where they were. It's always debatable how much real 
business takes place at a show that relies more on surface 
gloss than substance, but this year s E3 was unusual in that it 
belonged to the least glossy machine of all: the PC 

With the absence of any new nardware announcement 
from either Sony or Sega, and few games of the stature of last 
year's Super Mario éd, the crowds were left to pick their way 
through a multitude of PC titles. There's nothing new ina 
show laden with CD-ROM titles - every ЕЗ for the past five 
years has featured progressively more PC software - but what 
is new is the seriousness with which the industry treats the 
market and the emergence, once again, of a home computer 
that is now competing on a level footing with the best the 
consoles have to offer and, in some cases, coin-ops 

A brief sortie around the hundreds of stands left visitors in 
no doubt about the cause of this new-found confidence 
Despite having no stand on the main fioor, 3Dfx dominated the 
show by proxy. Its distinctive green logo seemed to 
accompany virtually every PC monitor in the hall, but, more 


importantly, its technology was powering almost all of the 
biggest games exhibited at the event. Meanwhile, installed in 
its own off-floor suite, the California-based company 
showcased the best titles to exploit its technology, including a 
number of early demos 

Although the firm remained tightJipped about its next 
generation of graphics chips, 3Dfx displayed several titles 
powered by parallel Voodoo processors (with à similar Spec to 
Atari's San Francisco Rush arcade board). These Included 3D 
Realms' Prey, Earthsiege 3 from Dynamix, à racing game 
entitled Beyond Bizarre from Bizarre Creations, Quake-with-a- 
plot Half Life from Valve, and Skies, a PilotWings-inspired title 
from high-end 3D expert Paradigm. The demo board, known 
as SLI, is capable of throwing in excess of one million textured 
triangles per second around the screen, although, curiously, 
there was lite demonstrable leap in performance above the 
standard board, judging by the demos witnessed by Edge 
Whether this technology provides a clue to the power of the 
next-generation 3Dfx chip is anyone's guess at this juncture, 
but whatever the importance (or not) of the SLI board, the fact 
is that until developers begin designing games from the 
ground up with the polygon-pushing power of the chips in 
mind, the best the PC market can hope for are games 





The 'battle of the stands' was in evidence again this year, but it was Nintendo that dominated the hall with its usual 
combination of neon, scaffolding, and staff dressed up as game characters. Passers-by were visibly impressed 
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designed for the Pentium with enhanced texturing and 
smoother frame rates 

The most immediately impressive 3Dfx title shown was an 
off-road racer from Australian codeshop Emergent Asa 


Graphics technology, it left all other previous 3Dfx titles firmly 
in the shade with Its silky smooth 60fps update and a texture 
quality rivalling that of Sega's ubiquitous Model 2 arcade 
board. In fact, no PC game has ever looked this good, but 
whether PC game designers will be able to match the 
playability and design qualities of games that have their roots 
in the arcades is debatable 

Back in the main hall, much of the talk revolved around 


the twin attractions of Quake and Tomb Raider sequels, with 





opinion divided over which was the most impressive. The 
PlayStation TA? looked particularly rough next to the SVGA, 
filtered 3Dfx version, running smootnly on neighbouring PCS 
New gameplay features include a superbly realistic lighting 
effect that allows Lara to shine a torcn around a dimly lit room, 
while a shark-infested pool gave a fleeting glimpse of a 
potentially hazardous encounter. Ms Croft herself has gained a 
number of extra moves, most notably a climbing manoeuvre 
that sees her scaling vertical walls with beautifully realistic 
animation. No Saturn version was available and rumours 
persist that Sony has tied up an exclusive deal with publisher 
Eidos Interactive and effectively doomed any prospect of the 
game ever appearing on Sega's struggling format. 

As well as showcasing one of the most impressive titles of 
the show, the Eidos stand was unfortunately host to one of its 
Diggest disappointments. Doorn creator John Romero s much- 
vaunted shoot ‘ет up, Daikatana, limped along unaccelerated, 


Sony's stand cost around $2m and looked very much like the 'GamesMaster' studio. Of the la 
Gex 2 and Final Fantasy VII stood out most. Ironically, the best game, Metal Gear Solid, was shown on the Konami stand and not Sony's : 
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collection of PlayStation games on show, Rapid Racer, 
steel behemoth 











with a poor frame rate, few creatures and unimpressive Al. It's 


too early to tell whether this represents mere teetning 
troubles for the fledgling lon Storm or something more Serious, 
but whatever the cause for presenting such a half-baked 
demo, Eidos will no doubt be looking for some impressive 
results in time for ECTS in September following its $8million 
investment in the company 

The Eidos stand was also home to other attempts at 
harnessing realtime PC 3D. Innerloop's Joint Strike Fighter 
(E43, 47) lurked inconspicuously behind the main banks of 
monitors and yet managed to convince programmers that its 
IFS technology was indeed a salient 3D innovation 
Programmers flocked around asking questions, while most » 
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Sony's video tunnel was a mid-'80s-style stab at futurism which failed to impress showgoers. 
Many went in feeling perfectly well but came out with a stiff neck, blurry eyes and a migraine 
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and tne countless US developers all hell bent on producing 


wnat amounts to the same game a thou 


Sand times Over 
Br NI f + i 1 1 pir j ae fire = rnm 
One of the biggest surprises of the show was firstperson 


shown behind 


closed doors on the GT stand. Yet another game powered by 


Trac xd uw , 3 Pham тч BE а. T ‘FL 
er Prey from 3D Realms (see page 34) 


3Dfx, it is already two years into its development cycle but is 
finally beginning to take shape after seemingly endless 
restarts. Like Quake 2, the most Impressive aspect was the 
outstanding 3D engine, which displayed textures of such 
quality that they resembled the prerendered sequences of just 
a couple ої years ago. Unike (J аке, however, the tech IIO V 
nas at least SOM 
Realms innovative portal’ technology 
provide teleports, puzzles and mind 
ail or whicn will impact on the 


Despite the polished state of the engine, 


wnich distorts the 


тот completion, and quite how it will 


- = se ia f "E ج‎ | TETTE Pe 
п Ае QUAE 2 CONS 15 unctear 
er Psygnosis Nad a good show this year 


e of tha most expensive stands 





cost more than Simuillion), but its 3Dfx title, 
was with its detailed texturing and 


models. it's difficult to see where the 


rumoured to have 


G-Police, drew the | 


high-quality vehicle 
game is going in terms of gameplay, with flight limited to a few 
city blocks and little to do apart from dropping bombs and 
shooting down enemy aircraft, but it did manage to Create a 
convincing ‘dark future’ atmosphere within the limited 


confines of the play area, the 






Considering the Saturn's dwindling market share, Sega had a saang pranan at the show. Its 
Model 3 coin-op, The Lost World, drew the crowds, as did the belated 3D platformer, Sonic R 


city resembling a maenined 
version of Syndicate Wars 

Psybadek was also on show, albeit in a fairly basic form, 
as was the near-complete OverbDoard Edg Was also ushered 
into a darkened room for an advance look at Pure 


а 3D gangster 


4 people were Simply impressed mat such astounding visuals Entertainment's title, Respect Inc 


гооп 


= = E AAF СЄ | BA г r ЕЕ am a DW i= i “a 
гоша possibly be running on a PC with "No hardware 


wnose unique Selling point, its realtime polygon deformations, 


3cceleration — as was bodily declared оп a sign next to the SNOWEO promise 
T 1 [fa Т d “хүн! c ane { MB та * ar LIT HA id 
int fC 
pa By contrast 
Squaring ир е Eidos О а { г * tne industry 15016 heavywerghts were 
Urge rV 0. 9 EJ E E | in gia prises. Nintend mic Ken the Same Stang 
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ids 


attention, despite the fact that it is nothing more thàn an 
engine al this stage, twas mere 
power of tne Quake 2 technology, which, in conjunction with 





ya demonstration of the 


the 3Dfx card, conjured up a colourful, hi-res environment 
inhabited by legions of detailed creatures. it is, however, 


becoming increasingly difficult to get excited about the 









lirstperson genre, awash 85 it 15 with endless grey corridors 
-h seem to hignight 


the gameplay gull that exists between the likes of Nintendo 


mindless enemies and futile puzzles wh Can Sonic find his way back to the top of the heap? 
Probably not on the Saturn, but Sonic is a good try 





Thirdparty Nintendo 64 garnes are to be reduced 
in cost to publishers by $10 in the US and 
company attributed the decision tn lower 
manufacturing costs, although it is more likely to 
be a response to Sony and Sega's own recent 
decision to reduce software prices. 


Act Labs is developing a force-feedback steering 
wheel which will be compatible with both the PC 
and consoles. The company's Force Feedback 
Racing System uses encoded cartridges which 
particular machine. Act is currently in talks with 
the major console manufacturers over licensing. 


Marto versus Mario 

According to the latest official figures issued by 
Nintendo of Japan, by the end of March 2.04 
million Nintendo 64s were installed in Japanese 
homes and Nintendo could count on the senices 
of approximately 50 thirdparty licensees. 
However, the real surprise came with the 
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instead on a few key secondparty SO warê ites to wrest 
attention away from its rivals 
With Dala excepti n of StarFax sd -which was pusned the 

most heavily, within a large enclosure featuring a pair of giant 
Arwing fighters housing Nintendo 64% nooked up to a huge 
videowall = Rare's line-up dominated tne proceedings. The 
much-hyped Banjo-Kazooie (see page 38) materialised at the 
event after months of speculation (It was orginally KNOWN as 
Dreams), and was joined by another Rare project, Conker s 
Quest (see page 39). Curiously, thougn, both titles are a spin 
jn the Super Mario 64 theme, with unashamedly similar 

jas iracteristics and some beautiful textured landscapes 
ano characters 


а 3 : ni sr Em b mia ure lose HS FASE 
In gameplay terms, Banjo-Kazoote was clearly the most 


SIT ү Г 


150me respects its visuals were 
ts even more sickly cute 
LA provides 


iacnine IS Set to De (ne 


advanced of the duo, yet ir 
arguably surpassed by those of 
ousin, Conker's Quest, perhaps more than Barijc 
adequate evidence Mat Nintendo 5 m 
ome seriously —€— З gamos Wandering over to 
alter gazing at either Banjo or 
Conkers was like watching a premium SNES title followed Dy a 
Dudget Comm 700ге 54 game 
Nintendo's crowning glory wasn t either of these, though 
t was yet another Rare game, GoldenEye. which 15 arguably 
the British company's most accomplished effort ro date (See 
review on page 76). Strangely enough, Nintendo of America 
] the game as much as Its quality deserved 
running the game was fairly Dusy F-Zero 
throughout the show, but С pig ig the strength of the titie 
dd to think that NOA gave 
to a brace о! 3D plat irmers than this striking 
to firstperson 3D 


Thirdoarty efforts for the Nintendo 64 were 


nost TOF 5 


Sony's big 3D platformer, Blasto, 





Activision had its best year ever at the show. Its stand was dominated by a giant robot, 
Pa cath чя tithe, but most visitors were there to witness Quake 2 





didn't seem to pust 
A raw of monitor 54 was presented, a ong With new Cups of Zelda ég 
Yos 5 Island 64 and assorted tn rdpart ty ties 
unusual тога Tim licences. | 
more ermpriasis 


Sony fought 


the р NG zi 


innovative тогау I back at ЕЗ with a multitude of titles and 


m “ыз = et omi "^g "ugar stare Фо Par "peg {-- 
amixecg Dag, st and most алып Stand to date. Unfortunately. Te 





however. Top Gear Rally impressed with its Sega Rally -style nt the games ond play proved specia | enough tO give 

visuals, although most people agreed that it lacked speed Nintendo loyalists anything to lose enit over. The double 

Lamborghini 464, on the other hand, was faster Dut tnis, їле whammy of Crash Bandicoot 2 and Blasto proved that SCEA 5 

rather unrealistic бап Francisco Rush а! , Muiti-Racing ommiment pOSSIDIV nes more wr Dig-I 3ucks marketing if 
: k 5 Eidos pushed Core twins Tomb 
hampionship all suffered in that sense that there wasn't а tried-and-tested formulas than the creation of innovative and Р 


Raider 2 and Fighting Force 


nt leadir 


them and the cur 
Е problem with NGA racing 
5. Perhaps the best was witnessed or 


where the first glimpse of the ultra-fast 


Clear enough divide Derwee lz progressive videogames. Gew 2 from Crystal Dynamics - which 
gets Edge s vote for the best LAINE 3D piat 
for Sony's machine — was tucked away on a single monitor 


and therefore had littie presence. Was this possibly an SCEA b 





sa = Ым т” в Pi " = | 3 zl dm 
ge 32bit racers – a prevailir former available 
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game Nintendo 


coming Soon vigen. 





Need for 2, which was almost laughable in its 
standard form, found a new lease of life thanks to the 
3Dfx card, drawing right to the horizon without pop-up 





64 had outsold Super Mano 64 — the two games 
sold 1.54 milion and 1.39 million respectively, 
with PllofWings 64 trailing behind with a mere 
0.29 million copies. 


Namco lacks Logik 
Namco is apparently set to stop developing 
specifically for the PowerVR chipset and has 


instead tumed its attention to supporting 306x 
and other cards for future PC conversions. This 
will come as a significant blow to VideoLogic, 
which had originally namechecked Namco as one 
of its major partners. Rave Rocer was due to be 
the first killer app for the card, but a protracted 


Saturm goes RF 

Sega has finally decided to reconfigure the PAL 
Satum to include an RF socket and lead. Although 
available since the machine's launch, it was 
connection, According to Sega, the move has 
been made in recognition that many children still 


have RF-only TVs in their bedrooms — where they 
the timing may have been precipitated by the 
drop in price to £99 instigated by Currys and 
Dixons. This will probably put the machine in the 
‘birthday present’ price range, So more young 
children will have access to the machine. 
Meanwhile, Sega has confirmed that it will not be 


10 





4 CONTINUED 





Randy businessmen, idiots in 
beards and hired totty revealed 
the sad underbelly of the industry 





It conquered the show by proxy, held its meetings as far aw 
and had the support of every top developer. 3Dfx appears to 





releasing its Netlink peripheral in Europe. The 
company daims this is because Euro audiences 
are not quite as receptive to online gaming as 
Stateside gamers, but the device's poor US sales 
may have something to do with the decision. 


Acdaim toys with Turok 
Toy firm Playmates has struck a deal with Acclaim 


NEWS 
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Virgin's stand concealed one of the most eagerly anticipated titles of the show: Blade Runner. The presentation 





initiative to avoid the embarrassment of being upstaged by a 
thirdparty product? 

Possibly the PlayStation's strongest title at E3 was 
SquareSoft's Final Fantasy Vi, which is set to debut in US 
stores on September 7. The game may not have been the 
most accessible title on display but hardcore gameheads 
hogged the monitors for hours, enthralled by its engrossing 
storyline and beautiful visuals. Aside from that, SCEE's 





from the main hall as possible, 
making all the right moves 


was superb, but at this stage weary delegates would sit through anything for a comfy sofa and a cup of tea... 








technical tour de force Rapid Racer won the accolade for best 
PlayStation racer, while Konami's Metal Gear Solid (only shown 
on video) managed to capture the imagination of almost every 
delegate who ventured into Konami's booth, The new video 
revealed some amazing new gameplay diversity and visual 
effects and was so impressive that some quarters even 
claimed that this was the game of the show on the strength of 
the paltry five minutes of tape shown. Konami went so far as 
to invite the Japanese developers of the game for a Q&A with 
journalists unfamiliar with the game 


Although Sega Is fully aware that the Saturn now 
represents littie threat to the huge Installed base of the 
PlayStation, it still managed to make the most of its limited 
line-up with a large area of floor space. Key Saturn games on 
Its stand included an early version of Sega Touring Car 
Championship, the technically slick Sonic R from UK developer 
Travellers’ Tales (see page 41), plus Japanese-developed titles 
such as Last Bronx and Panzer Dragoon Saga. It was only 
really the awesome might of a pair of Lost World arcade 
machines (see page 58) that reaffirmed Sega's 
unrivalled dedication to pursuing the state of the art In d. 
Interactive entertainment thrills. 








to develop a range of Turok toys, induding action Adult Fantasy — toward female characters. The game remains 
figures, vehicles and play sets. Turok has recently The Entertainment Software Ratings Board, the totally uncensored, however. A BBFC rating is also 
topped the N64 charts in Japan and has made American version of ELSPA, has given Final highly likely for the UK release and, given the 
around £40m in global sales since its release. Fantasy Vil a teen rating for its US release, current moral climate in this supposedly 

This move follows attempts by Eidos to cash in effectively keeping it out of reach of garners democratic country, some cuts are possible. 

on its own hugely profitable intellectual property, under 13, This decision was made due to the 


Lara Croft. The prospect of a Tomb Raider movie 
is now apparently even closer to happening. 


game's adult content — including a brothel scene, 
a touch of cross-dressing and some violence 


Tekken beckons, comic company reckons 
Comic company Knightstone is set to release a 







EDGE AUGUST 1997 


= "а — "mi. 
ъд 2 ia f T 
Fu зй 


13 299 481 


г. ж т 


By column: (N64) Tetrisphere, نه‎ ——— tet او ی‎ eh rn 
Saga, Last Bronx and Model 2 conversion Sega ionship: from Psygnosis, 
Raider from Core and the incredibly late Unreal, rom Epic icd Marie Crash Beadicest 2. Fin 


5 V and the bi-res Rapid Racer 





Some jobs just aren't worth having... sods were charged with stalking the hall, accosting anyone foolish enough to meet their gaze. Highlights 
included a giant Scots bloke with elephant of the calves, a red muppet, a woman with radioactive breasts, and the world’s least-scary green monster 





series of eight comic books inspired by Namco's Grolier catches Braben' s Virus Garnetek over the bug-ridden release of Frontier: workstations and PCs. The terms ol the 
dassic beat 'em up trilogy, Tekken. The series, Elite creator David Braben is developing a PC Elite 2. Grolier interactive is set to release the agreement give the American games giant 
which is due to be published monthly from version of 16bit classic Virus — which also game in time for Christmas. exclusive worldwide distribution rights to 
September this year, feature events and appeared under the moniker Zarch as the first intergraph's intense 3D Voodoo graphics 
storylines that have shaped the three games, and game released for Acom's Archimedes computer. EA and intergruph deliver a card accelerator product line, which incorporstes 
promises to indude fully rounded Virus 2000 is due to support 3Db's Voodoo Electronic Arts has signed an agreement with 3Dfx technology. At present, only two other 
characterisations of each of the fighters. Not Logic chipset and will be Brsben's first game Intergraph Computer Systems, worldwide supplier manufacturers — Orchid and Diamond — 


exactly interactive, though, is it? since he was taken to court by publisher of interactive 3D graphics technology, produce 3D graphics cards. 


NEWS 


SNK ROLLS 


SNK recently introduced a new arci 
board at a private show helo In 
Akasaka Mitsuke in the centre of Tokyo 
Named Hyper Neo-Geo 64, the board, 
aimed а! the. JD € op market, 15 Built 
around a 54bit A processor and 
ncludes 44ME of program RAM and up 
to 96MbD of vertex memory 

Along with the hardware de SNK 


showed off two Hyper Neo-Geo 64 





games at the event - sam ша Spirits 64 
ipreviously seen in video form at the 
AOU show) and a new racing game 
entitled Round Trip. The farmer was 
presented as a 40%-compiete playable 
haracters and four 
мі of the proposed 12 stages available 
However. visitors to the show were not 


ыыы z == 
Jer Үү in SEVET a! L 


allowed to participate in the game 
Inemseryes — instead, SN 
representatives played througn the 
evels pointing out Key assets 

the show believed 


inis reluctance was down to the tact 


Some present at 


t the game employs a Tull 3D arena 
allowing players to circle each other às 
in Toshinden. After much research and 
playtesting, this approach was 
abandoned as too complicated by the 
Virtua Fighter 3 team and replaced with 
a simpler escape mode. It could be 
then that SNK was nervous the 
audience would be unable to cope with 
this innovative control method without 


plenty of practice, and would therefore 


of hand. Whatever the 


denounce it out 





Samurai Spirits 64 lacks the 
pepe prowess of Model 3 
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case, many gamers will no doubt be 
concerned that 1715 increased realism 
will hamper the balance and playability 
or the game 

In terms of visuals, Samurat Spirits 
é4 i5 less impressive than the fighting 

s seen so far on the industry's 

hi-end standard bearers, Model 3 and 
Konami s ormcoming Cobra board. its 
textures are cruger and the characte 
not nearly as Paan realistic a5 thos )Se 
in Virtua Fighter 3. The game also 
Seems to suffer from a high degree of 
pixellisstion, something that may 
amper the game's chances when it 


o 


an innovative off-road racing tte which 


gives the player a choice of Several RV 
vehicles, such as a Land Rover and a 
Mitsubishi Pajero. As іп Konami s б 
Club, racers get the cnance to choose 
their own route through each circuit, 


and here many of the alternative routes 


have different road surfaces which 
affect venicle handling and the amount 
ar force-feedback the cabinet s 





Althoug 
only modes 





able versions of two Hyper NG64 games were shown, 
, dressed in yellow jumpsuits, ia allowed to take part 





st TN vheel receives. Unfortunately, 

is game also led to disappointment 
from some snowgoers. A'tnougn the 
backgrounds аге graphically impressive 
and varied, the gameplay is rather slow 
when compared to other hi-end entons 
Like Samurai Sots 64, however, tne 
title was far from complete 

For its inconguerable 15Dit Neo 
Geo technc Pagi SNK revealed King of 
ich appears to a ne 
moves and characters to the familiar 
recipe, but lithe else. There was also а 
coin-op spin-off which allows players tc 
take photographs of themselves posin 
with their favourite characters. Can the 
гате for glorified passport photo 
machines get any more bizarre? 

While the early demos shown are 
the company 5 first dalllances with true 
3D gaming, industry pundits will be 
watching the Osaka company for news 
of a possible 64bit home console 
Whatever happens, it's unlixely that the 
technology will cause the arcade 


divisions of Konami or Sega any *- 
sleepless nights 


agi mum IT 
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Round Trip currently boasts impressive backgrounds, but sluggish action 








64bit RISC 


HAN 


64Mb 3D 


Maximum 96Mb 


Maximum 16Mb 2D (sprites) 
1536 sprites/frame (at 60fps) 
ETO 
Maximum 128Mb 
Enlarge, Reduce (scaling), Chain, 
Revolution, Mosaic, Mesh 2D (scroll) 
Стой BETE 


4 apum" 


Enlarge, Reduce, Rotation, 
Morphing, Horizontal/vertical 
line scrolling. 


16.7 million palette - 4,096 colours 
displayed simultaneously 


П 


44,1Mhz (maximum) 


32Mb 
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PREDICTIONS UP A5 N64 GAME SALES SOAR 


THE Games has increased its NGA sales forecast for 1997, due 
to the apparently unexpected success of recent software 
releases on Nintendo' s machine. 

The Ned's software market share has seen a boost of 34% 
to claim nearly 20% of the console territory following high 
sales of Mario Kart 54 and International Superstar Soccer ód. 
For the week ending June 28, Nintendo's console had three 
of its titles in the top five of the ChartTrack UK console chart, 
with 15564 at number one, Mano Kart 64 at two, and Super 
Mario 64 at five, 

Surprisingly, Konami's 15584 sold more units in its first 
week than its PlayStation counterpart ($$ Pro) did during its 
own first week on sale. Peter Stone, Konami's UK consumer 
division manager, recently told trade newspaper Computer 
Trade Weekly what he believed to be the reasons behind 
these figures. 

‘Obviously the PlayStation has a larger installed base, he 
said, 'but there are over 200 titles released, which gives 
consumers a wide choice but also makes it tough to achieve 
big numbers for even a strong title 

The Nintendo 64 has a smaller installed user base, but 
hardware sales are buoyant and, with so few titles available, 
consumers are hungry for top-quality games like GS. 

According to THE Games, over 10,000 Né4s have been 
sold every week over the last couple of months. With major 
releases such as StarFox 44 and GoldenEye only a few months 
away, the sole Nintendo distributor in the UK has increased its 
forecast for the year. 

Although the initial figure stood at 450-500,000 units, THE 
Games i5 now confident it will be very close to the 
PlayStation's year forecast of 650,000. A conservative estimate 
of the number of Né4s in the UK Currently stands at 180,000, 
with the year's most important months - the run-up to 
Christmas — still to come. 


Meanwhile, in the US, ater witnessing sony: 


product-intensive stand at ЕЗ, Nintendo of America chairman 


Howard Lincoln expressed his fear for the current 
overcrowded state of the PlayStation market which according 
to him has ‘too many titles chasing too few slots. 

His comments followed Sony's announcement that there 
are 243 titles avallable at present for its machine, with a 
further 150 possibly arriving by next March, a move the 
Nintendo chairman described as ‘a recipe for disaster. 

| certainty wouldn't want to be coming out with the 350th 
game for the PlayStation this Christmas,” said Lincoln, who 
rarely hesitates when invited to share his views on Nintendo's 
substantial competition. ‘Sony seems to take great pride їп 
having so many games, but this is not a disposable CD-ROM 
business - it's about quality entertainment.” 

Although many have applauded Nintendo for its ‘quality 
over quantity approach, some still yearn for a bigger software 
selection. Lincoln went on to defend this criticism, which 
stems from the fact that the NG4 game roster currently stands 
at 17 in the US and only nine in Europe 

‘Our global president Mr Yamauchi believes that the 
easiest way to bankruptcy is to put a lot of crap. | agree 
with that, and we certainly don't intend to do it.’ 











Recent PAL releases such as Mario 
Kart 64 (left) and 15564 have 

substantially increased the N64's 

share of the UK software market 





N64 POISED FOR ARCADE ASSAULT 


Japanese developer Seta has revealed 
that its Nintendo 44-based arcade 


software applications — the 
performance-enhancing DSP chip 


board is finally nearing completion. 
Originally announced last year, the 
ALECK44, as It 15 to be known, was 
co-developed with a custom licence 
from Nintendo and represents an 
enhanced version of the N64 hardware, 
with improved sound and 2D graphic 
chips. However, the board shares the 
MIPS 4300 CPU and software tools of 
Nintendo's 64bit machine, and 
development costs are therefore 
expected to be less than that of 
proprietary arcade hardware, giving it à 
System 11-style economica! appeal, 
Seta's role as a research-and- 
development company with Nintendo is 
not new. The Tokyo-based unit has in 
the past worked closely with the 
Japanese games giant on NES and SNES 
hardware including development 
support tools, as well as developing 
custom chips for other hardware and 


included In Seta's own Exhaust Heat 2 
SNES title, is an example of the latter, 

The boards have already begun 
distribution to arcade games 
companies, and 10,000 units are 
scheduled to be sold by the beginning 
of next year. 

While Seta has not yet released 
details concerning any of the 
forthcoming games, the company has 
indicated that all future titles will be 
easily ported to the NGA. This is an 
important point, as the arcade i5 a 
perfect place for new software to be 
consumar-tested before the decision (5 
made to move to cartridge duplication. 

The move will see Nintendo 
attempting a comeback into the arcade 
game scene after a long period of 
inactivity. Despite having an arcade 
pedigree which stretches back further 
than its most famous early coin-op, 





1982's Donkey Kong, very little has 
been offered by the company in the 
west since the seminal platformer 
Super Mario Bros in 1985, and the 
recent releases in conjunction with US 
developer Midway, such as Cruis'n 
USA and Killer Instinct, have had 

a mixed reception. 


OUT THERE 


(out there) 


REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 


Pub footy comes of age 


ccording to well-established tradition, if the regulars of one pub want to 
A challenge those of another to a football match, the teams have to get 
up early on Sunday morning, track down something bearing a vague semblance 
to a ‘kit’, and trudge about muddy patch of grass masquerading as a pitch. A 
distinctly unattractive proposition to most beer-bellied punters. 

This could well be a thing of the past if Kai-San Ltd's latest project works 
out. The company, a subsidiary of Satvision PLC which produces massive TV 
screens for pubs, has developed an as-yet-unnamed five-a-side football 
videogame that can be connected to an ISDN line. This means any pub team 
with a machine installed at their local can play against any other drinking den 
in the world where a similar machine is present. The game itself looks 
reasonably proficient in terms of visuals, and the creators have fully captured 
the spirit of pub football by including a punch option. No doubt later editions 
will include headbutts, fag breaks at five minute intervals and 20-stone players 
who puff around the centre circle before collapsing in sweaty heaps. 

To ensure that rivalry remains fierce throughout the land, Kai-San is also 
planning to set up local and national inter-pub leagues with cash prizes for the 
winning teams. The system is being launched in September and Kai-San is 
expecting 600 units to be in place by June 1998. Better start practising those 
combined beer-drinking/controller-bashing manoeuvres now... 
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designers were movie directors... 
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EDGE SINGLES OUT THE WINNERS AND LOSERS IN THE 
Li escas ВАТ БЕ “м De CRED 





Sid Mieler’s retum to the PC gaming scene with Sid Meiers 
Gettysburg. Welcome back gameplay over graphical content, 


Sony's ЕЗ party. Tough to get into, of rock-stadium proportions, and 
distinguished by senior industry figures getting very messy indeed... 


The almost-certain retum of SNK to the console scene with HNG64. 


The venue for this year's ЕЗ, which saw 20,000 less attendees than 
last year, largely because of the venue shifting from LA (where the 
majority of US press and developers are based) to Atlanta, Georgia 
(a place where culture is something only found in a petri dish). 


Lylat Wars, the proposed name for the European release of Starfox 64. 
What, по StarWing 64? Just What & going on down at = 


The ley graphics and chunky textures of Daikatana at E3, which left 


Production editor wanted 


Due to intemal E UCN ІР, Edge needs a 
talented and experienced production editor to bi 
based at its office in Bath; To be considefed for 
the position, applicants will need the following 


* An excellent grasp of the English language 
· Strong subbing and wating skills 

* The ability to enforce rigid deadlines 

• А keen interest in interactive entertain 


| Lo LOCI | WAI vy Fe ега 
ra appears il al Edge [lakas] К 









OUT THERE 


are they now? 








ecruited by Nintendo Co Ltd in 1969, Gumpei Yokoi was one of the 
MN rore in ba có E MN P ырыны. 
! vert Yokoi was soon moved into Nintendo's burgeoning 
sadi 5 division where he by creating a toy extendible arm, 

d 1) dion units 0 1970 Howe, 







his greatest success: the Game Boy, launch 
n 
ol erp page latens aree 


multdond ded look after, The dice в due be launched п Jepan п А, 
with three or four new models fc | 


ehh Taman n But 
Kanino ka Wee икс р DORR, it is surely this man. 


The games - old, new, whatever - that have brought 
work to a standstill in the Edge office this month 
(44) 
Rae's Inspired firstperson shoot ‘em up gives players а more convincing movie-Iike axpenence than 
any example before it, with huge, Maher tovatone and an MEER DEDE а 


(мы) 
Remember SNES title m AR nage doct, and Wis gront ике M 
MV DM ario and dicovr heaps of bizarre twists and sublime gameplay. 


Even more addictive than its predecessors, Apocalypse stands as a shining example of complex and 
rewarding gameplay over graphics. Those who thought realtime combat would ruin It were wrong. 


The huge PlayStation-specific new section makes this a supreme lightgun shooter, Compulsive, 
exhilarating and relentless, Time Crisis takes on V-Cop at its own game and shoots it down like a dog. 


(Satum) 
Konami's oki shoot ‘em ups never die, they just get compiled and rereleased - much to Edge’s delight. 
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Coldcut: Let Us Play 


tanget, it's tis oid. coger of the masc word (Pete Cabal, Sting, Prince. 
ete) wtyo have tended vo set moa mvolyed in new technologies like CD-ROM 
| and The internet, white banig young enougn m muy expli te media in 
exciting Ways Simply Haven t bothered. The Situation E changing. however = devara 
groups Have necently broadcast ive gars over the Nét am many more ane setting up 
reir CANT) WEDSHPS A few like new-egendaary Ol our Cold, Nave suet itempi 
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: Caiiection ot-seven et mein videos. The Jatter may De. s common Naan gr music 
Sew CO ROMS. but atleast nere the Madar тариа and weli-prodlices], 
specially ‘Natural HVT, à track created Using sametes from nature (rag jumping 
On racks, EET bai dustrateg with agpropnare Tim footage 
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meeting point for media capitalisine or 


the digital entertainment revolution 





On top ot trs: though, Me dise (пее Two music toys. "My Litrie Fürst and 
"PlayTime^, wich alow the user ro remm Coideur tracks by simply clim on buttons 
and slides These: provide me real meat of Ine product and, despite the simplicity of 
He applications, allesw the player to come up wit some great tunes and effects 

FUN i$ tne more Stragntforwatd of ihe two, providing titer Hanks of ODS 
(sampiad voices: serstches, enr and eee СОЮ hacking tracks) the user simpty | 
мап» the track and clicks on thi sounds to бе new mixes. "PlayTims' based on | 
an annixer палес ИЖЕ ООП ANAN wes recently installed at the BACAN. i5 more 
compie неге users are presentes Witt a енын interface wich allows mem tà | 
aate compute OTO tracks wem just fees synctmonitesd channel: | 

Aham teme asmens of Let Us Pay reck of "liher. the music applications | 
alang GY Соботе gaceuen п Create this Wisk Perhaps ûne day. all апте Wi] 
temi ЧАЙ! entere nat ИЩ listeners to rimi tracks according te thelr can 
preterences. Here's Noong 
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EDGE TRAWLS THE INTERNET FOR THE LATEST DEVELOPMENTS IN THE ONLINE GAMING SCENE 


Retuning the Computer Channel 


Ithough every TV channel and magazine 

worth its salt 15 rushing to get online at the 
moment, only a few are actually making an 
attempt to push the WWW medium in new 
directions. One of these is Sky Television's ‘The 
Computer Channel’, whose recently relaunched 
site has been created by Internet specialist 
Cromwell Media and includes the company's 
highly promising BladeRunner technology. 

According to Cromwell's managing director, 
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characters, and a whole new 


Rob Lewis, BladeRunner 'provides all the 
functionality a website ts ever likely to require, 
including Pay Per View, Real Time Tracking of 
Usage by Session and Member, Real Time 
Database Connections, On Board Digital Agents, 
Image Databases, Web Robots on board websites, 
Database of Images used on site, etc. This means 
the developer has simply to "suck" in his HTML 
page designs, choose the functionality required, 
link to the DBs required and then compile. A suite 
of applications and daemons will then be created 
that can run on any Unix bax.’ 

Perhaps the most interesting facets of the 
technology are the On Board digital agents and 
Web robots. Digital Agents are smart programs 
which learn what users are interested in on the 
site and then give them regular personalised 
updates via email. The agents gauge this 
information in a number of ways: on the 
Computer Channel site, users enter ten key IT 
words and then receive daily news updates 
related to their choices, but agents also look at 
how long users spends looking at a certain articles 
or simply which pages they choose to read, This, 
of course, means that users get all the info they 
need from а site without having to log on and 
browse aimlessly, At the same time, the site gets 
all the info it needs about the reader, because the 
robots report their findings back to the company 
running it. Slightly Big Brother-esque, perhaps, but 
no doubt a useful tool for companies in leaming 
the habits of people who log on to their sites. 

Web Robots work by a similar principle, except 
they leam what the site visitor is interested in and 
then go elsewhere on the Web to find relevant 
information. Again, these can be consciously 
directed by the user (who enters keywords for the 


robots to look out for) or they can record what 
the reader spends most time studying and enter 
the Web to search for similar information. This 
information is then sent to the user via email. 

Aithough BladeRunner would appear most 
suited to news-based sites, Lewis is adamant that 
the technology would be useful in game 
developers: homepages. 'A game developer could 
use BladeRunner to provide a personalised news 
service for end users, ie by learning what types 
and/or platforms a user is interested in and then 
sending, by email and in-box, details of new 
games when they are released,’ he suggests. ‘The 
game developer could send this information both 
by email and through the traditional Royal Mail. A 
game developer could also potentially use the 
Web Robots internally to collect information on 
what other developers are releasing and then 
send emails ta specific members of staff to alert 
them to news as it is published on the Web.' 

Cromwell is currently working on several other 
websites at the moment, but is unable to release 
details due to non-disclasure agreements. 

Ultimately, though, it seems the company's 
ambitions extend far beyond simply designing 
interesting, distinctive websites. 

‘By the time Microsoft set up their Cambridge 
research facility we expect to have more 
developers than they have in the UK,’ states 
Lewis, 'We also expect to have a better team, 
because we offer software engineers the 
opportunity of writing software which will 
genuinely change the Internet forever.’ 





Talking about a Revelation 


spells and weapons has also been 


FF eleased early last year, Studio 
3DO's huge online RPG, 

Meridian 59, was one of the first 

multiplayer Internet games to gain 


adventure scenario. But Studio 3DO 
is nat stopping there — with the 
threat of Origin's Ultima Online on 


worldwide renown and patronage. the horizon, the company has 
Even at the time, though, its visuals announced a new chapter, 
looked dated and slow, and the Revelation, due for release in 
gameplay disappointed апа Autumn. Again, this boasts visual 
enraptured in equal measures. ‘improvements, but adds over 30 
The situation was relieved new non-player characters (each 
somewhat with the release last bearing advanced AI) and an 
month of an update entitled Vale of all-new island city to explore which 
Sorrow, which offered better increases the size of the map by 


graphics, new areas to explore, new 


50%, The number of available 


dramatically increased. 

If this latest update is as 
impressive as prerelease hype 
suggests, this could be the dawn of 
a new more era for Intemet gaming 
— a genre which is already 
becoming the most interesting area 
of videogarne technology. 


To find out more about Meridian 59, 


and the Revelation update, check out | 
http://www.meridian.3do.com | 
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Baby you can sync my music to some odd form of light show thing 

After the success of its singular 'rhythm action' game PaRappa the Rapper (which sold 750,000 
copies in Japan), it was inevitable that SCE would seek to cash in with comparable projects. Thus 
it was followed soon afterwards by Depth — described as an ‘aquatic musical Composition’ game 
- and now by Baby Universe. 

Even more surreal than PaRappa, Baby Universe is essentially a music CD accompanied by a 
2D/3D graphics show. The fun bit is that, as players listen to the tunes, they can manipulate the 
swirling onscreen shapes with the controller — creating their own personalised displays. Later, 
should users become fed up with the supplied soundtrack, they can use their own music CDs, 
the graphics changing according to the type of music being played. 

Perhaps now is the time for veteran sound/light interface expert Jeff Minter to give up his 
post-Atari sheep-cuddling and apply for a job at Sony. PaSpliffie the Hippie would no doubt thrill 
the more horizontal PlayStation owners out there. 


But it's only a keyring... 
As if Tamagotchi nurseries weren't enough, the Japanese can now buy colourful little bags to put 
their beloved cyber-creatures in. Apparently, the country's more obsessive owners were getting 

' worried about the damage inflicted on their digital pets by rain and general wear and tear — 
though why they couldn't put the tiny gadgets in the their pockets is anyone's guess.. 

Still on the Tamagotchi front, Bandai is set to release a Game Boy version of the 
phenomenon. Mercifully, though, the handheld console's ability to save game data means that 
owners will be able to switch their pets off from time to time instead of having to pander to the 
critters needs 24 hours a day 

However, with many more Tamagotchi-related goods on the way from Bandai there will soon 
be no escape. And to think, in the '80s everyone thought it would be nuclear war that destroyed 
the world. 


= з Е ale doscompwmu 


BABY UNIVERSE 










Baby Universe follows the likes of 
PaRappa the Rapper in Sony's musically 
aware software catalogue. The title went 
on sale in late June at Y4,BOO (E25) 


lor 1997 have | gone to 
(clockwise from above) 
Final Fantasy Vil, Bio- 

Hazard and Tobal No 1 














PlayStation facts and figures (to end of May '97) | 
Total machine sales 16m worldwide; 7.5m (Japan); 4.8m (US); 3.7m (Europe) | 
Software titles available Japan: 811; North America: 275; Europe: 223 

Software units sold Japan: approx. 59m; North Amenca: approx. 50m; Europe: approx 25m 
Number of licensees Japan: approx. 540; North America: approx. 180; Europe: approx. 130 
PlayStation monthly hardware production 1.5m (compared to the N64 at 1.2m) 


Final Fantasy gets its back slapped 
On June 11, Sony Computer Entertainment Japan organised the third annual PlayStation Awards 
Ceremony. After a gigantic introduction with traditional Japanese drums, followed by а 
performance by genuine Brazilian dancers, SCEJ gave awards to 13 titles. 

The titles graced with awards were: 

Over 3 million units sold Anal Fantasy VII (Square Soft) 

Over 1 million units sold Bio-Hazard (Capcom) 

Over 500,000 units sold... 

Tokimeki Memonal: Forever with You (Konami) 

Tobal No ! (Square Soft) 

Street Fighter Zero 2 (Capcom) 

Arc the Lad 2 (SCEI) 

Puyo Puyo Tsu (Compile) 

Rage Racer (Namco) 

PaRarappa the Rapper (SCEI) 

Crash Bandicoot (5CEJ) 

Soul Edge (Namco) 

Shin Super Robot Taisen (Banpresto) 

IQ (SCEJ) 








Bandai's Tamagotchi is heading 
towards the Game Boy in Japan, 
with a distinctive cartridge casing 
(above) and familiar decorative 

border touches onscreen (nght) 
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Interactive 


In the rush to provide 3D solutions to the PC games market, one company has 


3 D f X 





raced ahead of the pack. After giving Lara Croft a digital Wonderbra, California- 


based 3Dfx's Voodoo chipset has quickly become the choice of an industry 
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ounded in March, 1994 

3Dfx interactive has 

singlehandedly changed 
the very nature of the PC, turning а 
business machine with clunky 
hardware into a powerful games 
machine with the release of its 
Voodoo Graphics chipset in October 
Of last year. Since then, amidst 
universal praise from developers and 
public alike, the California-based 
company has gone trom strength to 
strength, its distinctive green logo 
dominating this year's E3 show 
Despite rumours of funding 
problems, an aggressive competitor 
n VideoLogic, and the tickle tastes of 
the PC market, it looks as though 
3Dfx is poised to become а 
household name. Edge caught up 
with Brian P Bruning. developer 
relations manager and Andy Keane. 
VP of marketing, in the 301x suite at 
E3, to get the full story. 


Edge: How did it all start for 3Dfx? 
Brian P Bruning: The goal was to 
develop something suitable for tne 
arcade market and bring it over to 
the PC, so Voodoo is really an arcade 
chipset. What happened is that it got 
pulled into the PC market through its 
relatively cheap price. To be honest, 
we got sucked into the PC market 
quite a bit faster than we'd expected 
in fact, we didn't really expect this 
current chipset to be accepted, as 
the market is So conservative 
normally. We thought we'd have to 
wait until the second set to break 
through, but it was almost 
immediately accepted 

Andy Keane: When I first came on 
the team, | went out there to talk to 








the game development community 
and tound that they were actually 
pretty disappointed with what was 
out there in terms of these 2D/3D 
combined solutions. | showed them 
Voodoo and they said, "Well, hey, this 
Is what we've been waiting for,’ and 
what we heard from people was 
Why don't you sell this on its own?’ 
The more we thought about it, the 
more it made sense 

Edge: But it's not without 
competition. What i5 it, in your 
opinion, that gives Voodoo the 
current edge over other solutions 
BB: Part of it is that the technicians 
that built it are from 561, and have a 
that expertise, It was designed to be 
better in that we didn't take the 
standard PC approach. Normally, if 
you re designing for the PC, you 
design one chip, it's all integrated, 
with a 64bit memory Dus, but with 


this chipset, we have two chips, à 





ВО memory Dus, six addres 
puses, and so on. | mean, It s really 
nuts what we Nave in our cnipset, but 
that's what it takes to do fast 3D 
Voodoo (5 not limited by the need to 


be an integrated solution 


AK: The real advantage that Voodoo 


has is plain to see: it's the games. It's 
really that simple 
Edge: You've been extremely 


efficient at getting developer support 


How ОЮ vou E about sellina trie 
pset to PC developers? 

AK: Well, like everyone else who wa 

entering this market about wo years 

ago, we really started by getting out 


there and just telling people what we 
were panning to 00. We took a pretty 
conservative approach — we didn't lie 
to the game developers, we just said, 
“Ths 15 what we re planning to do, 
and this is how fast it will go, this is 


how many polygons-per-second you 


can expect,’ and it was conservative 





Out of the Void, a маса shoot ‘ет up from GameFX, is seen as а 
showcase title for th 


e next generation of native 3Dfx software 
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There were other people out there 
promising the Earth, and we had 
developers say this to us, and we'd 
just reply by saying, "Yeah, but we're 
not lying.’ When we delivered the 
chip, it was like Hey, it's faster thar 
You said it would be.” and we would 
say, ‘Great, so take advantage of it! 
BB: The UK was actually the first 
place that we targeted for game 


> = 
re 


developers. DiD was one of the first 


companies to come on board, along 
with Gremlin and Psygnosis. UK 
developers tend to adopt new 
technologies a little bit faster than 
some of the US developers 

Edge: That developer support has 
Deen crucial to the Voodoo success 
Many of the developers Edge nas 
Spoken to claim your unwavering 
support as a big factor іп their 
developing the Voodoo technology 
What's so special about it? 

BB: The way we look at support is 


this: whatever it takes to get the 


E ame ut 


апо running with Voodoo 
graphics, that s what we'll do. It's 
very simple. We get out there, talk 
with their programmers, and maybe 
leave Some technicians there for à 
while to work the problems through 
whether it be Glide-related or D3D or 


үт. ы 


Stra * м: Aina tho wa gi. 
getting things running the way they 


of talking to the chip directly = but 
most developers will be 
programming with D3D in mind. Does 
It bother you that they're maybe 
getting less out of the chip as a result? 
BB: We never push anything on a 
developer. Glide will obviously 
maximise the features of the card 
Decause It writes directly to the chip 
but our model is that we have 
OpenGL and 030 resources which 


are actually bigger than we provide 





There was no shortage of impressive 3Dfx titles at this year's E3 
event. Electronic Arts' Longbow 2 looked particularly stunning 
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Brian P Bruning 





for Glide, because we understand 
that developers are working to these 
standards more often than they are 
to ours, and also because these 
systems are a littie more 
sophisticated and people require 
more help with them. Whatever the 
developer wants to work with, 
whether its Renderware or BRender 


-a 


3DR t00, It's not a problem = we 
have any of the APIS they may want 
Obviously, we're a little more focused 
on the first three, D3D, Open GL and 
Glide, but the point i5 that developers 
get just as much support if they're 
using OpenGL as for Glide 

Edge: But the most popular is D3D? 
ВВ: Yes, along with Glide. The thing 
about D3D is that there's still a lot of 
-ontroversy Surrounding it, with the 
driver problems, constant revisions 
and updates and everything, but it's 
definitely the most popular 

AK: Yeah, | think that everybody is 
assuming that D3D is the ‘catch-all 
You know, they may program 
specifically for a couple of chipsets, 
but then D3D comes in and covers all 
the little guys; the less popular 
technologies and the combined cards. 
BB: We actually took the decision to 
release Glide Publicly, so that anyone 
could have a go at programming 
Voodoo themselves. The last time we 
did а release like that, over tne 
Internet, the demand was such that it 
brought all our servers to their knees! 
The result is that we've had 
developers coming to us, that we've 
never spoken to before, and where 
there was maybe a pretty weak 3D 
engine betore, they now nave a 
game running smoothly on our card 


пе shareware groups are out there, 
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and the demo guys are out there, 
and they're beginning to base their 
creations on Voodoo graphics 
Something like 7096 of the 
submissions that companies like 
Psygnosis and Virgin, and big 
publishers like that, are getting from 
people wanting to get into the 
industry, are Glide-based — all 
running on Voodoo 

Edge: Some of the titles Edge saw a 
year ago, with pretty shoddy 3D 
engines, are now appearing on 3Dfx, 
with filtered textures, 30fps and so 
on. Could it be that some developers 
are just lazy, and that Voodoo is an 
easy way out for them? 

AK: | think there may be an element 
of that, in some cases. Some 
developers are lazy, sure, and some 
maybe just don't have the time or the 
budget to bulld an efficient 3D engine 
from the ground up, so | guess 
there s a bit of that going on, but, you 
know, it's where the market is going, 
and it's where the technology is 
going. In a couple of years, it may be 
pretty rare to find games that don't 
use this kind of technology from the 
ground up 

Edge: Which game has used the 
technology best to date? 

BB: That's а tough question. What I 
prefer to do is to break it down into 
genres, because | don't think it's 
always fair to compare flight sims 
with driving games, or Quake to 
EF2000, but if | had to pick one for its 
"wow" effect, it would probably be 
Forsaken from the guys at Probe 
There's also some stuff coming tram 
Rage Entertainment that's just 
phenomenal, Extreme Assault looks 
incredible, too. | mean, those guys 








already had an awesome software 
engine, and now it's accelerated it s 
just amazing 

Edge: How many 3Dfx titles are there 
in development? 

AK: At least 400 games that we know 
of. It may be as many as 500. 50 
there's an awful lot of developers 
working with Voodoo technology 
Edge: It sounds as if the software 
side ts completely covered, but what 
about hardware? What about selling 
tne card into a market dominated by 
ATi and 53, whose installed base runs 
to seven or eight figures? 

BB: The difference is that 100% of 
our installed base play games. Every 
chip that goes out goes to a game 
player. A good software title is going 
to sell, what, maybe 200,000 units? 
Well, we've got that installed base 
covered easily, and because the 3Dfx 
technology works alongside some oft 


these other cards, and because it's 


a 





just for games, we see ourselves as 
having а good share of our market - 
gamers. But we're not at liberty to 
give out our sales figures right now 
A good way to figure how we're 
doing (5 to look at how many 
manufacturers are making Voodoo 
chipsets and boards. We're seeing 
more manufacturers from Taman 
coming on-board, as well as the big 
guys in the West, like Diamond апа 
Orchid. We even have one in 
mainland China, called “Elephant 3D', 
and we have more and more 
companies waiting to join in, 50 it's 
looking very positive right now 
Edge: VideoLogic has just released 
ts PowerVR PCX2 chip, effectively its 
second generation'. When will you 
release a follow up, and what form 
will it take? 

BB: There seems to have been some 
speculation over this at E3, and it's 


partly our fault because here on the 





Unreal from Epic Megagames might be beginning to look a little 
long in the tooth compared to Prey, but it still manages to impress 
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Powerslide, from Emergent, runs at 
an impressive 60 frames per second 





| 
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| 


«4 stand we have demos running on 





PCs with dual Voodoo chips. People 
have naturally assumed that this 15 
some kind of ciue to the configuration 
of the next 3Dfx board, but it's really 
just a showcase, to show what can 
be done with the technology. Whether 
the next generation af 3Dfx will be 
two chips, or whether we're working 
on an entirely new chip, we really 
can't say right now. if we did, we'd 
be killed, basically! 

AK: And the thing is, you haven't 
really seen the chip pushed to 
anything like its limits yet, especially 
in the polygon area. It's been one of 
the hardest things to evangelise, Dut 
we re just starting to get companies 
designing for 3Dfx from the ground 
up, and building environments that 
really use a lot more geometry 
Currently, people are designing for 
around 2,000 polys per frame at, say, 


20-25 frames per second, and they're 





pretty happy with that, but our 
hardware can do that in a snap, so 
we're out there educating developers 
and making sure that when they 
design the 1998/1999 games, they 
should be looking at 4,000 polygons 
per second at 30 frames 

Edge: is that through your Total 
immersion developer program? 

BB: Essentially, yes. It was the 
theme of the Total Immersion 
developer conference that we held in 
April. We basically sat down with 
everyone and said, This is what you 
should be aiming for.' Because we 
didn't lle to them in the beginning, 
we have their trust, and to their 
credit, they're behind us all the way, 
and pretty excited about the 
possibilities, and were sticking with 
this card for the foreseeable future, 
50 we're not confusing developers or 
the market Dy releasing something 


new every six months 


Fox Interactive's cutesy platform game Croc rivalled N64 qual 
with its crisp graphics and smooth frame rate, courtesy of Voodoo 
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Edge: Do you think that your card 
has brought the PC into a more direct 
competition with the superconsoles? 
BB: i think that they're very different 
markets. Consoles are really plug- 
and-play, you know, and there are no 
operating systems to worry about or 
compatibility problems. Everyone 
wants to see this convergence, but 
that's not nature. If anything, 
divergence is the norm, and these 
things are separate. Coin-op, 
console, PC = they all coexist, but 
they are separate. 

Edge: it's been rumoured that you're 
working with Sega on Saturn 2. Surely, 
there's some convergence there 

BB: Well, we really can't comment 
on that, other than to say that we've 
got Voodoo in the arcades and we 
might want to take that technology 
further. it's an area we're obviously 
interested in 

Edge: You seem to like the idea of 
divergence, but it can be a pain, 
surely. You have PowerVR breathing 
down your neck right now, being 
very aggressive with 3D technology 
What's going to keep you ahead? 
BB: | think the point is this: when we 
go into а developer and they port 
their game to 3Dfx it runs smooth, it 
runs clean and it isn't a nightmare for 
them to program it that way, so we 
have a huge software library. That is 
the number-one advantage, ! think, 
that we have over the competition, 
over PowerVR. Our technology is 
easy to write to, and it works, and 
that's why it's the Dest. There are no 
developers that | know of that are 
yanking out their 3Dfx graphics cards 


to start programming for E 
PCX2. It's just not happening. 






Prey 

Quake 2 

The Reap 
Banjo-Kazooie 
Conkers Quest 
The Lost World 
Sonic R 

Joe Blow 

Spec Ops 

Total Drivin’ 
Klonoa 
Masters of Teras Kasi 
Jedi Knight 


Stars Wars: Supremacy © 


Curse of Monkey Island 
I-War 





Powerside, from Australian 
codeshop Emergent, represents 
perhaps the current apex of 3Dix 


Despite its problems at E3, John 
Romero's Doikatana (night) can still 
lay claim to possessing some af the 
most realistic environments around, 

courtesyof its licenced Quake 


technology. What everyone is waiting 


tar, though, is the accelerated version 





s the Electronics Entertainment Expo groaned under 
the weight of 3Dfx titles, one in particular hint 
the as-yet-untapped potential of the Voodoo chipset 
Powerslide, developed by Australian codeshop Emergent, is 
still at demo stage, but already looks incredibly impressive. it's 
an off-road buggy racing game that runs at 60 mames per 
second, and the version Edge witnessed at the recent ЕЗ shi 
had a texture quality and smoothness that might normally be 


associated with Se 


Pop-up problems caused Dy overloading the processor with 
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geometry are kept to a minimum thanks to Emergent's load- 


management technology which smoothly morphs the 
environment models from simple shapes to detailed features as 
the player approaches. The game is still extremely early in its 
development Cycle, and is yet to find a publisher, but the fact 
that Emergent is developing Powerslide from the ground up to 
be a 3Dfx-only title is an encouraging sign, and bodes well for a 
PC software line-up in 1998 that has more than filtered textures 
on offer to demonstrate the true power of dedicated 3D 


acceleration technology 







Messiah is certainly unique. Only Shiny Entertainment could dream up а 
game where the player assumes the role of a body-snatching cherub 
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Violent Seed, from Rabid Software, is Blasio, for the PlayStation, fails to 
a top-down PlayStation shoot ‘em up impress, despite the big E3 push 


A title demonstrated behind closed doors at E3, where it 
caused the kind of reaction that seems to accompany every 
game developed by the warped minds of Shiny Entertainment - 
that is, a mixture of admiration and mild amusement - 
Messiah sees players taking control of a cherub which roams 
around a futuristic 3D world looking for bodies to inhabit. Add 
to that the self-publicised inclusion of 'the first motion-captured 
dwarf and, once again, Dave Perry and his merry band are 
gearing up to take the PC even further into the surreal 

It's hard to see why, at this stage, but Blasto, from Sony's 
in-house American development team, has garnered an 
incredible amount of interest this past month. It had pride of 
place, along with Crash Bandicoot 2, on the all-encompassing 


Sony stand at E3, but left Edge wondering what all the fuss was 


about. Its construction seemed to be simplistic Bubsy 3D-Style 
environments and plain-shaded polygons, with hardly a texture 


GameFX has created a shoot 'em up of considerable beauty with Qut of the 
Void, which took pride of place, alongside Quake 2, in the 3Dfx suite at ЕЗ 
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It's hardly surprising that Skies (below) resembles the N64 ttle PrlotWings 64 
- it's being developed by the same company: simulations expert Paradigm 





Will Sid Meier's Gettysburg prove 
to be as addictive as Civilization? 


-E <> .Q 


Aenocracy, trom Grolier, 5 а 
space-based shooter by Simis 





in sight (although they are planned for the finished game) 
Sadly, Edge came away with the impression that 8/аѕѓо looked 
little more than a Net Yaroze demo... 

As the 3Dfx bandwagon gains momentum, the number of 
native titles is increasing. Out of the Void (see E44), from 
GarneFX, is one such title. A playable version was on show at 
E3 and impressed with its uniquely aesthetic interpretation of 
the space shoot 'em up 

Segasoft's Skies, which resembles PilotWings 64, was » 


These shots from EA's Longbow 2 
may look prerendered, but they're 
most definitely in-game 3Dfx 
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ry 


interstate 77, from Activision, is due for Christmas, this time with 3Dfx support — Satum Quake mimics the PC orginal — As does Satum Duke Nukem 3D 





«4 shown running on the experimental SL! board behind closed PC stands, but it's almost certain to prove as maddeningly 

doors in the 3Dfx suite. The final version will be compatible with addictive as its Civilization forebears. 

the standard Voodoo chipset, and appears to have RPG With Quake 2 already on the horizon for PC owners, the 

aspirations, as well as a multiplayer mode original title has certainly taken its time to filter down to 32bit 
Meanwhile, on the EA stand (inside a mocked-up Cockpit), consoles. It's well on its way, though, and as these screenshots 

Jane's Longbow 2 showed how a previously clunky engine show, the Saturn conversion (due at the end of October) is 

could find a new lease of life courtesy of the Voodoo chipset incredibly faithful, both in terms of visual quality (although here 
Sid Meier has returned with his first title under the auspices the resolution is lower than most PCs are capable of) and level 

of his new codeshop, Fireaxis. Sid Meier's Gettysburg may layouts. Despite the huge differences between the two 

not look much compared to the 3D excesses that dominated the platforms, this faithfulness can be put down to Lobotomy's prior 


experience in creating the excellent firstperson shoot 'em up 
Exhumed (which may soon be heading Nó64-wards if industry 
talk |5 to be believed) 

Lobotomy's Saturn conversion of 3D Realms' PC bestseller 
Duke Nukem 3D is also looking very accomplished. Again, all bb 


Capcom's X-Men vs Marvel Super Heroes (below) features some of the world's 
favourite super-powered beings in the form of some impressively huge spntes 





Capcom's PlayStation conversion of Street Fighter EX is looking smooth and fast, 
although the weaknesses of the coin-op do not appear to have been addressed 





jaleco s Dead or Alive coin-op is about to make the leap to both the PlayStation and Saturn (above). Though the 
COIm-op was never a premier title, its licenced Model 2 visuals made it a looker, and it played a pretty sound game 





:100Y 201 100 10 


Sega's latest Satum title 
Panzer Dragoon Saga is 
neanng complebon. The 
bale sequences are turm 
based, but they're graphically 


excimng an d atmosphenc 


Tight, twisted camera angles, 
Romero-esque burning 


zombies and "Aliens -style 7 | RELEASED BY MANGA ENTERTAINMENT 


guns make Resident Evil 2 ==; | | TH | aL 1 
тену Ha | FROM 11TH AUGUST 


than its predecessor. A 


demo will be induded with d "1712 R RP £11 ^ 99 


the Director 5 Cut edition in "HE 
september (Japan/US) — mM AVAILABLE AT VIRGIN, НМУ, SAM GOODY, JOHN MENZIES, 
GAME LID, TOWER RECORDS, FORBIDDEN PLANET, 
MVC AND ALL GOOD VIDEO & COMIC STORES. 


WATCH OUT FOR MECHA MAYHEM 
ZEORAIMA-PROJECT HADES SERIES 


ALSO RELEASED ON THE 11th AUGUST 


E2 CHECK ONLINE MANGA 
r na| FOR OTHER EXCLUSIVE OFFERS ON: 
MANGA 
М ae | http://www.manga.co.uk 


Š, 
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4882m 
F-Zero 64 cames on trom where the original left off, adding more vehides 
and stomach-chuming courses. N64 owners will be slavenng already 


> cS 


ione 1 


B919 na 


8550... 





4 the levels from the original are present and faithfully (though Nintendo would counter this claim Dy Citing the рате 5 


reproduced, and Lobotomy has even aoded a wnote new leve SENE = high up in the Clouds above а ску), the game runs at an 
for the Saturn release, with NetLink support (in the US) allowing extremely fast pace (the hovercars can travel in excess of 


tor a twoplayer ‘DukeMatcn mode 900km/h) and a super-fiuid éOfps update 
The long-awaited F-Zero 64 i5 yet another classic SNES title Nintendo has also released more shots of Zelda 64, along 
being given the 64bit treatment in-house at NCL, and will feature with Some snippets of intormation, The 3D combat action in 


more than eight vehicles as opposed to the original's choice of Zelda 64 (the cartridge version, due in Japan in November/ 
tour. New features will include a rwoplayer Dattle mode, and December) will allow players to switch between first and 


players will have to deal with banked turns, loop the loops, and thirdperson perspectives, while, disappointingly, interior 


corkscrews which crop up throughout the game's 20 tracks sections look to be presented in a static fashion rather : 
While early screenshots reveal a distinct lack of trackside detail like the environments of LBA2 





Konami's 3D REC, adventure 





Hybrid Heaven (above), was 


Ў 


show nmi nrerendered lom UTI 
video at ЁЗ. Will it be the N64's 
answer to Tomb Raider! 


Nintendo showed more of Yosh/s Island on video at ЕЗ, revealing a bundle of 
characters camed over from the onginal and bolstered with 64bit power 
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ALTHOUGH IT HAS ALREADY BEEN TWO YEARS IN DEVELOPMENT, 3D REALMS’ INNOVATIVE FIRSTPERSON 
SHOOT 'EM UP STILL HAS A THIRD — AND VERY PROBABLY MOST IMPORTANT — YEAR OF WORK AHEAD OF IT 


Despite Prey's huge environments, ——— surfaces and 
reflections, the game's engine maintains a healthy frame rate throughout 









| Irstperson shoot ‘em ups are fast 
| Decoming as over-popular on the PC 
as driving games are on 32bit 
consoles, Quake Il, Hexen II, Daikatana, 
Unreal and SIN are just some of the recent 
pretenders to the throne first seized by Doom 
way back in 1993 

However, unlike those games, Prey 
doesn't make use of tne BSP (binary search 
partition) technology associated with the 
genre, relying instead on ‘portal’ technology. 
Portals are 2D window-like shapes through 





which the player can pass into a completely 
different 3D environment. The engine allows 
portals to be dynamically created and placed 
anywhere in the game 

This device allows optical illusion-style 
eects to be introduced. For example, the 
game can delude players into thinking that 
they are exploring a set of three rooms when 
in fact there are only two, with a portal used 
to loop them together. Another optical 
Illusion is best described as the Tardis 
syndrome , whereby a room which seems 





Players will have to kee 

a constant check on their 
surroundings, as they may 
be ambushed at any time 





Like many N64 tities at ЕЗ 


Zelda 64 was un running 


Ot у pan cular 

interest are the roon 
interiors (right), wes h are 
viewed from a top-dow: 
perspective. The game 15 
expected to debut at the 
November Shashinkai snow 
and go on sale in Japan in 
December. The US release 
will follow in March "ЭВ, 
with a UK version expected 
shortly afterwards 


2 BATTLE FUR EAR 
“ABOUT TO BEGIN 


ae RELEASED BY MANGA ENTERTAINMENT 


REY 


AVAILABLE AT VIRGIN, HMV, SAM GOODY, JOHN MENZIES, GAME LTD, 
TOWER RECORDS, FORBIDDEN PLANET, MVC AND ALL GOOO VIDEO 
в COMIC STORES RRP 613.99. 

WATCH OUT FOR TWO AMAZING ACTION PACKED MOVIES, 
TEDRAIMA - PROJECT HADES & TOKYO REVELATION 
RELEASED ON 111 AUGUST. 


DON'T MISS OUT! 
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Prey's lighting engine is put to ауд use fo 
from polygons 


are constructed 





Prey features some h 
exudes a prerendered 





and thus ed to lei duos iced 


small from the outside opens up into a 
impossibly vast space once the player steps 
inside. The overall effect is startling 

3D Realms’ new approach has significant 
gamepiay implications. Players will be able to 
shoot through portals to confront opponents 
who are on a completely different part of the 
level, or appear right behind them to launch а 
surprise attack. 

The technology can aliso be put to other 
uses. Gorgeous reflecting surfaces can be 
created by placing portals on the floor and 
then making them ‘solid’ so players can't 


i ive li effects - th often 
impressive lighting «есы - аге al inr realtime 


technology can play 
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Due to the use of portals, not everything in Prey is as it first seems. The 
кен Өте and аидан. 


havoc with the dim 


move through them. And because the system 
isn't processor-hungry, it has little effect on 
the game's frame rate, with the result that 
Prey moves at a fair old clip 

Another equally impressive aspect of the 
game, adding greatly to the sense of realism, 
i5 its lighting engine, which boasts a 16bit 
colour palette generated from six lights, and 
very subtle shadow edges 

As for the storyline, the game's 
developer, 3D Realms, is keen to emphasise 
that Prey 15 a serious science-fiction 
adventure, without the over-the-top or 
tongue-in-cheek elements of some of its 
rivals. The player takes control of a character 


called Talon Brave, a Native American who is 
abducted Dy the Trocaran species and finds 
himself fighting for his life inside their gigantic 
mothership. As the game progresses, the plot 
thickens, and it soon becomes clear that 
things are not quite as straightforward as 
they first appear 

Because a conventional 3D engine would 
not be able to deal with DC a Prey’ c engine 
is written directiy to hardware, which means 
that players will have to furnish themselves 
with a 3Dfx-or-compatible 3D accelerator 
card before they can experience it 

The new technology undeniably has à 
great deal of potential, but as always, the big 


question remaining is whether the = 


gameplay can make full use of it 





3D Realms is expected to license the 
impressive portal technology used in Prey 
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THE FIRSTPERSON SHOOT 'ЕМ UP SCENE SEEMS RESOLUTELY ENSCONCED IN THE FANTASY REALM. SEATTLE-BASED 
ZOMBIE, HOWEVER, I$ ONE COMPANY DETERMINED TO INJECT THE GENRE WITH A SHOT OF BULLET-RIDDLED REALISM 





These shots all come from the 3D card-enhanced version. 
The game's moody visual tones reflect the realism level 





irst covered in E44, this firstperson 


combat game from Seattie-based 





Zombie is the first in a series 
featuring Special Forces operations, with tne 
emphasis firmly placed on action and realism 

Players will find themselves exploring 
nuge outdoor 3D environments and in contro 
of a team Of rangers responsible Tor the 


elimination of enemy targets while 
simultaneously carrying on Sub-missions, 
all within the stressful confines of the strict 
time limit imposed 


The five mission levels, each with four 





Each of the game's Тш, ' 
vehicles is based on a sub-assignments, will vary considerably from 
real-life military model one to the next, and include seize-and- 


destroy Sorties, Counter terrorist attacks, and 





hostage rescue situations in different areas of 


the globe. However, unlike other games of 
this type, there will be an element of strategy 


involved, and players charging in with guns 


a 


blazing will severely hamper their chances of 
seeing the end credits 

Although only one of the six team 
members is controlled, the other rangers 
react intelligently to the player's actions, 
instigating the enemy into combat, and 
providing forms of back-up, such as kicking 
down doors and standing guard while the 


ja Р Dag immu thn а belies 
paver searches the building 
5 


team obtained advice on the level design 
from Special Forces units together with 
photograpns in order to authentically 
reproduce the clothing, vehicles, weapons 





lo ensure realism, Zombie s development 








as witnessing ranger and light infantry 


practice exercises to get the тее! от actual 


combat and the teamwork involved 
Furthermore. the audio content was recorded 
from real weapons being fired 

This attention to detail certainly seems to 
паче paid off. If the gameplay matches the 


mpressively realistic visuals, Spec Ops will 


F 
prove to be a welcome expansion on Ё 
what 15 ап overexposed genre - 






Character animation is based on motion- 
capture data to heighten the realism 
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THE RE! 


SCANDINAVIAN SOFTCO HOUSEMARQUE WAS RESPONSIBLE FOR SUPER STARDUST, ONE OF THE FINEST BLASTERS ON THE AMIGA. 
Now IT 15 LOOKING TO BRING ITS CONSIDERABLE EXPERTISE TO THE PÛ WITH A STYLISH LAKKON-STYLE SHOOTER 
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Bearing distinct similarities to isometric 3D classics Zaxxon and Viewpoint, 














The Reap is a promising attempt to bring the scrolling shoot ‘em up to the PC 





evelopers attempting PC shoot ‘em 
D ups in the past have often lacked 
ый experience in the genre, unaware of 


its finer points, resulting in a number of 
wholly forgettable efforts. The system's 
architecture hasn't helped the cause, its 
comparatively weak 2D capabilities being 
detrimental to design endeavours. Helsinki- 
based outfit Housemarque, however, is 
aiming to overturn this poor state of affairs 
with its forthcoming shooter, The Reap. 

From the early demo Edge has played, 
signs are positive. The backgrounds are 
detailed and interesting with a hazy industrial 
look reminiscent of 'Alien 3', and the 
explosions are Brilliantly cinematic in both 
size and bassy resonance. Although the game 
is not supporting any accelerator cards, in 
terms of speed Housemarque has assured 
Edge that a decent frame rate will be 
retained throughout due to its sound graphics 
engine. Scandinavian coders are renowned 
for their programming resourcefulness, and 
Housemarque's previous computer shooter, 
the Amiga classic Super Stardust, lends 
credence to the codeshop's claims, which 
include 400 objects on-screen with no 
significant slowdown 

Housemarque is even attempting some 
innovative touches. For example, rather than 
appearing in mindless formations, enemy 
ground troops use Al, Consequently, they try 
to strategically guard important buildings, but 
run away from explosions and adopt 'every 
man for himself tactics if the player shoots a 
commanding officer. 

It seems that The Reap has much in its 






favour. If the programming talent behind the 
game is astute and creative as it was back in 
the Amiga's heyday this could be a great title. 
in fact, Housemarque may even convince 
other PC developers that Quake should not 

be the only source of inspiration when it 
comes to shoot 'em ups. And that pa 
would be a remarkable achievement. 
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The Reap contains around ten levels, some containin , Wheels 
eere Данче ече іарор ors cnn aedi 
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Tur ADAGE “WHERE NINTENDO LEADS, OTHERS FOLLOW’ APPEARS TO BE HOLDING TRUE, AS RARE 
PREPARES TO DELIVER A 3D PLATFORM GAME WITH MORE THAN A PASSING SIMILARITY TO SUPER Mario 64 
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The scale of each level - 
use similar structures to re 


— to rival that of Super Mario 64 - becomes evident when Kazooie takes to the skies (top left). Though the levels 
the N64's premier title, rich textures are used more abundantly, making for more realistic-looking terrain (above right) 











A voodoo doctor turns 
characters into insects 
(top). The duo collect 

musical notes (above) 











t was, Of Course, only а matter of 
time before developers attempted to 
ape the values of what is perhaps the 
greatest game in existence - res Mario 64 
Despite Nintendo setting such a clear 
exampie of what makes a fine game, though, 
no doubt many will fail miserably (indeed, 
Japanese developer Epoch already nas, with 
Doraemon - see review, E45) 

However, Nintendo-fr banay Rare has 
jumped ahead of the opposition and shown a 
probable hit title that terê much 
deserveg attention at the recent ЕЗ event 

Banjo-Kazoole features a bear (Banjo), 
carrying a bird (Kazooie) in a ги he sack, and 
the two roam freely through а 3D world 
collecting Diue eggs, avoiding hazardous 
terrain, and defeating enemies. The game's 
bright primary colours and cartoon look 
evoke a strong Mario-esque feel, yet the 
resemblance isn't purely cosmetic - after a 
few minutes play, Banjo-Kazooie proves it 
may have the potential to be as immersive an 
experience as Nintendo's masterpiece 

In a similar fashion to one of Rare's earlier 
games, Donkey Kong Country, players are 
encouraged to swap between the characters 
in order to progress efficiently through the 
game. AS a result, use must be made of 
Kazooie when flying is required to ascend a 
seemingly mpassable obstacle such as a 


mountain; similarly, Kazooie proves most able 


n water, where his wings double up as an 
effective method of propulsion 


Furthermore, encountering a voodoo 
doctor wi ! see the eponymous duo changed 
into an ant like insect, capable of scaling 


vertical walls in order to find hidden bonus 


items such as extra lives, musical notes and 
puzzie pieces 

The animation is as fluid as anything yet 
seen on the Né4, and characters posse ss a 
wide range of moves for players to master 
Despite its close visual ‘relationship with 


5м64 then, this could be one of the = 
strongest secondparty games of '97 =; 





The banjo and kazoo references of the title a 
intro screen (where the two characters play 





r to be reserved for an 
m), and not in the game 





EDGE AUGUST 1997 




















CONKER'S QUEST 


Ir WOULD APPEAR THAT ONE SUPER MARIO 64-ALIKE ISN'T ENOUGH FOR RARE, WHOSE ROSTER FoR 1997 
IS BEING BOLSTERED BY A TITLE SOAKED THROUGH WITH CUTE. 15 THIS МЕ Nutz: THE 3D REMIK? 









two simultaneously. As a result, 
Conker's Quest (which will be the first game 
to be published under the Rare banner for 
years) looks a lot like Banjo-kazooie, and its 
gameplay is equally similar. While this may be 
no bad thing, differentiating between the two 


Rare is hoping that 


Conker's colourful titles proves difficult at first 
world will appeal to the Looking rather like a 3D version of 
younger N64 audience humdrum 16bit platformer Mr Nutz, Conker's 





Quest appears to be aimed at a younger 
audience than Rare's other м platformer, 
and has Conker helped along by a female 
squirrel in fighting off gigantic enemies within 
equally vast landscapes. 

Indeed, the view impresses most in the 
way it casts out Into the distance, Mario ó4- 


СНЕ i 





rg 





W ot content with releasing one Mario 
64-alike, Rare has decided to work on 





some help will be at hand 
in the form of a female of 
the species (main) 





style, generating near-cartoon-quality visuals 
which set a new benchmark for the 64bit 
machine. Conker's Quest also scores another 
point over the bear-and-bird duo's game with 
its superfluous details - the water within its 
levels is more realistically animated, for 
example, and it seems to maintain a more 
Uniform cartoon-esque feel. Also, Rare's 
designers appear to nave given Conker a 
wider breadth of actions thanks to a number 
of collectable costume-based power-ups. 
The game i5 at an earlier stage of 
development than Banjo-Kazooie, though, 
and certain aspects, such as camera angles, 
will need attention if the game is going to 
compete against the Nintendo-published title 
Ironically, the latter could prove 4E 
Conker's Quest's biggest adversary. | 





Comparisons will no doubt be made with Banjo-Kazooie, Rare's other N64 platformer, and indeed, in terms of apes at 
least, the two games are similar. Visually, however, Conker's Quest may have the edge, with prettier spot effects (rig! 
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Players have the opportunity to switch between various dinosaurs as well as human 
hunters. Naturally, tactics and weapons vary according to which species is being controlled 








There are 20 different 
dinosaurs in the game. All 
are based on the actual 
models used in the movie 


he film licence appears to be back in 
vogue at the moment, with Mission 
Impossible, The Fifth Element and 
Blade Runner all in development. It remains 
to be seen, however, whether gamers will 
welcome this trend or not 

Lost World, based on Spielberg's 'Jurassic 
Park' sequel, is also joining the throng. In its 
current incarnation, the game sounds very 
similar to the film: light on plot, heavy on 
action. The player is responsible for five 
characters = a tiny compsognathus dinosaur, 
a raptor, a human hunter, a T-Rex and a 
human scientist —wnom пе nas to control at 
various points in the game. His task is simply 
to keep them alive in the teeth of attacks 
from a range of ravenous prehistoric 
monsters and human trespassers, 

Interestingly, developer Dream Works has 
elected for a thirdperson viewpoint and a 
left-to-right scrolling platform design. This 
approach might sound slightly dated, but 
judging by the demo seen at the E3 show, the 
25 different environments are detailed and 
diverse, and, like the characters, have been 
constructed in full 3D in order to lend the 
game a respectable veneer of reality 

As might be expected from a title 





himself, a great deal of visual inspiration and 
technical knowhow can be directly attributed 











developed in close conjunction with Spielberg 








to the movie. For example, the 20 or so 
dinosaur species are accurately modelled on 
their cinematic brethren and constructed 
using the film's new Morf-X animation 
technology. As a result, the dinosaurs move 
remarkably realistically: skin stretches when 
they move, and all can call upon a range of 
movements, including running, walking, 
jumping, slashing and no doubt dining on 
those unfortunate enough to cross their path. 
Predictably, Dream Works’ intention is 
obviously an accurate reconstruction of the 
Spielberg epic, and realistic dinosaur 
modelling, a sweeping orchestral soundtrack 
and some effective dynamic lighting effects 
should attract fans of the movie. For 
everyone else, the option to control the 
dinosaurs instead of the hapless humans 
should lend the game an extra appeal 
Controlling a T-Rex as it tucks into a Е 
jeep full of hunters sounds great fun | 





Although most of the gameplay seems to take 


in the scrolling 
foreground area, the background is lavishly detailed and eerily convincing 
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ONCE so FAMOUSLY A UBIQUITOUS ASPECT OF VIDEOGAME CULTURE, SONIC THE HEDGEHOG HAS BEEN CONSPICUOUS BY HIS 
ABSENCE IN THE MODERN-DAY CONSOLE ERA. NOW, HOWEVER, SEGA IS PREPARING TO RELAUNCH THE SPIKY MAMMAL'S CAREER 





Can the Sonic brand rebuild its weight 
with what is essentially a racing game? 


and over, which give the game ts platform 
feel - even the famous loop-the-loop from 
the original Sonic the Hedgehog Is here 
Traveller's Tales has retained Sonie's 
usual brash, simplistic colouring but added a 
3D realm crammed with scenic detail, as well 
as a few clever graphical effects. For 
example, objects in the distance don't pop in 
as they do in many Saturn games but ‘fade’ in 
gradually, preventing the usual visual jar. 
Some may bemoan the fact that not only 
is Sonic's first 32bit-only appearance a radical 
departure from his previous adventures but it 
Sonic R isn't being developed in-house at Sega in Tokyo, but hardcore {5 also а racing game — one of the most over- 
gamers will have plenty of faith in developer Traveller's Tales' pedigree subscribed genres on the Saturn. However, 
| given the game's platform elements, its visual 
style and the promised wealth of secrets, the 











he Sonic character, once effectively new approach should please most comers 
T Sega s mascot, has so far failed to and provide a much-needed fillip for the 

make a significant appearance on the Saturn, which is currently still losing its = 
Saturn. Of course, there was Sonic 3D, battle against Sony and Nintendo | 





converted almost intact from the Mega Drive, 
but it was something of an afterthought. Now, 
however, British developer Traveller's Tales is 
aiming to restore the cobalt-coloured 
mammal's reputation with Sonic R. 

The game has the potential to become a 
key Satur title. Not only does it Star Sonic – 
one of videogaming's true stars — but it is also 
an interesting hybrid of racing game and 
platformer. Sonic and four other characters 
(Tails, Knuckles, Emmy and Dr Robotnik) have 
to blaze through five large 3D worlds, picking 
up rings along the way and using their own 
special skills to get ahead of competitors. 
Sonic, for example, can use his spinning 
attack to wrongfoot the other racers, while Dr 
Robotnik has the unique ability to make 
shortcuts through lakes and rivers. 

But Sega is keen to point out that Sonic R 
isn't just another racer. The five worlds on 
offer hide a number of alternative routes, 
shortcuts and secrets which players have to 
discover in order to improve their times 
There are also plenty of obstacles to jump on Many familiar Soníc characters appear in this new Saturn outing. Tails, for 

example, appears in an apparently less-than-sporting mode of transport 
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POLYGON-DRIVEN PLATFORM-GAME DEVELOPERS NO LONGER SEEM SCARED TO EXPLORE THE THIRD DIMENSION. 
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Tur '2.5D' ERA IS PASSING; WELCOME THE NEW BREED, INCLUDING THIS FROM FLEDGLING UK OUTFIT, ABSTRACT 








Abstract has incorporated plenty of animations, such as Joe tying his 
shoelaces (top), in an attempt to maintain the game's cartoon approach 





| aving given gamers hedgehogs, 

H bandicoots, and lizards, to name but 
a few, in recent years, there will 

surely come a point in the near future when 
software companies exhaust the animal 
kingdom in their search for specimens to 
deliver as convincing game characters. until 
then, though, Mario 64-alikes look set to 
retain fur-clad creatures as their centrepieces 

PC and PlayStation title Joe Blow is no 
exception, featuring a ten-year-old monkey 
who blows on his enemies, defeating them 
with his breath. 

The task ahead of him is reminiscent of 
that of NIGHTS: Joe must save the Queen of 
Dreams, who has been kidnapped by the evil 
Nightmare King and invaded Dreamworld, 
resulting in sleeping children being 
traumatised by disturbing nightmares Instead 
of having the comfort of peaceful dreams. 

In ridding Dreamworld of its malevolent 
new ruler, Joe must jump, run, and blow his 
way through six worlds containing more than 
60 levels full of humorous opponents such as 
Cyril the Cuban Cactus, Barry the Blowfish 
Buzzard and Zebedee Zombies. 

The real 3D world system has been 
designed so that Joe interacts realistically 
with his surroundings. On a steep slope, for 
example, instead of just standing there as if 
the surface were flat, he'll either walk or slide 











Players will have to venture into some 
distinctly less-than-savoury locations 





down it. Likewise, tripping over small objects 
will slow him down, complete with the 
appropriate animation. 

Joe Blow is the work of Abstract 
Entertainment, a Braintree-based codeshop 
formed by two ex-Sensible Software 
employees, Stoo Cambridge and Chris 
Denman, after they decided that 'the industry 
had become stale and boring’. 

The game's lead programmer is 18-year- 
old Tim Wharton, who began coding on a ZX 
Spectrum at the tender age of four. 

Joe's engine is really nice,” he claims. 

"It's all 16bit colour and 100% floating point 
[and] all of the animation in the game is done 
with keyframed spline paths. The animations 
only take up a little bit of RAM and they look 
nice and smooth - we can just plonk an 
animation into the game straight from 
LightWave and it'll look the same.’ 

The 3Dfx-accelerated version in particular 
is Currently looking graphically impressive, 
with slick textures and levels built using 
convincing elements. Yet a few minor bugs 
remain to be resolved before the game can 
be called complete, as Wharton reveals: “You 
think you're done, then you see a flying 
zombie indecently assaulting a choir 
роу in the Abbey of Orra... 





Jumping on crates will, 
of course, be essential 
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All these shots are from the PC 3Dfx version. Clearly, great emphasis 
has been placed on giving Joe Blow a very cartoon-like graphical style 
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QUAKE ? 
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THE SEQUEL TO ONE OF VIDEOGAMING'S LEGENDS 15 NEARING COMPLETION, ITS CREATOR EXPLOITING JOFK TECHNOLOGY 


TO REDEFINE THE FIRSTPERSON STATE OF THE ART. CAN ID REALLY MEET THE INCREDIBLY HIGH EXPECTATIONS OF PC GAMERS? 


Quake 2's enemy characters consist of around 600 polygons, compared to 
the original's 150. 3Dfx acceleration ups the visual ante quite significantly 











aphical leap from 
Hd e to Quake 2 is 
vast, with bolder, more 
complex environments 








t was almost the game of the Show 
i As the doors opened at ЕЗ in Atlant 

and the crowds poured in, they y split t 

nto broadly three groups: those who wante 

to see Tomb Raider 2: 
grips with Rare's 
form of Banjo-Kazoorie; and, significantly, the 
press and industry figures wno nead 
straight far Activision's stand, eager to 
witness the second coming of Quake, one of 
the most influential PC games ever 

The pegement. on what was found varies 
depending on whose views are being 

nsidered, and ТОПО, their own 

preconceptions of what Quake 2 would off 
The common opinion was that it looked great 
but offered simply more of the same - more 
corridors, more moody lighting and more 
dumb bad guys lining up to be gunned down 
Edge spent a good half an hour at 
Activision's stand playing Quake 2 and came 
away with the conclusion that this opinion 
seems no Ч too far off the mark 
the game met and, in some 
xceeded expectations. The Quake 
2 engina, eg ated with 3Dfx technology, 
has given id the freedom to include many of 
the features that were dropped in the 
original, namely realtime dynamic light 
sourcing, shadows and transparencies. The 
filtering afforded by the Voodoo chipset has 
smoothed away the jarring pixellation that So 
plagued Quake and its ilk, and the hi-colour 
facility has done away with the over- 
abundance of brown hues that muddied the 
original's complex interiors 





those pining to get LU 
a 5 


stock’ hika aR й E Le dida 
atest мод endeavours in tne 


B в 


res pects t5, 


developers t 


But perhaps the most obvious 
improvement is the increas sed detail evident 
models. Id was one of the first 
O use the 'soft-skin texture 
technique, wrapping опе Singie, elastic 


texture over the polygon frame of the 


in enemy 


creatures instead of textul ng each individua 
ом polygon 


lafi sat беа! 
left a great deal to 





imb. Though economical, the 
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be desired. The new Models consist of 


around 600 polygons each (as oppose 


original's 150-per-model count) and are 


| to the 


smoothly animated. All this expl the first 
half of the opinion - that Quake 2 does 
indeed look stunning 
That it was also m nore Jf the same’ in a 
rstperson shoot em 
Ups (5 perhaps а a result of the E3 derno 
Without enemy lin effect, playing Quake 
2 On Activision s Stand was something of an 
exercise in fi PVT merely S gt seeing. They 
were great sights, as everyone agreed, Dut 
ie real test for id w nil De bring ng 5 ks ng 
new to the genre when its much-anticipated 
sequel is rolled out in November. The veda, 
revered softco will need to deliver in 


grand style if it I5 to retain its reputation € 


The game's lig 
effects are su 
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THE PLAYSTATION HARDLY YEARNS FOR ANOTHER DRIVING GAME, YET DEVELOPER EUTECHNYK 
IS CONFIDENT ITS TITLE HAS SOMETHING NEW TO OFFER PLAYERS RAISED ON А DIET OF ARCADE-STYLE RACERS 
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nai Mo ON E HN Paa эши, 
asting handling characteristics, thus necessitating different 


nother month, another excuse for 
A PlayStation owners to engage in a 
high-speed activity that might 

otherwise get them into trouble with the 
law in real life 

However, rather than simply imitate 
previous examples from the PlayStation's 
vast racing-game library, Ocean's Total Drivin' 
offers four distinctly different types of 
vehicles - sports, Indy, off-road, and rally - to 
race within the confines of a 3D environment 
The 40 cars available include models from 
manufacturers Such as Ferrari and McLaren, 
and the 36 tracks cover six geographical 
areas spanning the corners of the world 

As players advance through the courses, 
new obstacles such as boulders, jumps, and 
even weather have to be negotiated while 
attempting to stay ahead of the seven CPU- 
controlled opponents. Alternatively, two or 
four players can engage in head-to-head 
competition via the game's split-screen and 
link-mode options 

Developer Eutechnyx has gone to great 
lengths to ensure the realism of the car 
models isn't purely cosmetic. A comprehensive 
physics model ensures four-wheel independent 
suspension, correct aerodynamics апа 
realistic handling depending on the car in use 
and the terrain it is travelling on 

The game's most impressive feature looks 
to be its 3D engine, which draws far into the 
distance with little evidence of pop-up. 








Eutechnyx has developed a coding tool that 
calculates the view the driver would see from 
the car and draws those graphics accordingly 
As the car changes, so does the view, 
therefore preventing the old nemesis of 
racing games from making an appearance 

If its component parts meld successfully, 
Total Drivin' could represent a breath of fresh 
carbon monoxide for what has + 
become the most stified of genres. Mu 








tigres чү capice ne draws far into the distance without 


ence of pop-up, des 


large expanses of textured surfaces 
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BiG-LEAGUE ARCADE MASTER NAMCO HAS BROKEN ITS COIN-OP CONVERSION TRADITION AND FORGED AHEAD WITH AN 
ORIGINAL PLAYSTATION TITLE THAT'S ABOUT AS FAR AWAY FROM THE LIKES OF RAGE RACER AS COULD BE IMAGINED 


"E 
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VUOLE X ALL 


Although these screenshots may 


the инеш that Klonoa is a 3D game, the action actually takes place 





entirely in 2D. The effect is sched by combining varying camera angles with bold, pseudo-3D backgrounds 


ameo is, of course, best known to 
N PlayStation owners for successfully 

converting many of its impressive 
catalogue of coin-ops to Sony's machine. 
Kaze No Klonoa marks a shift in focus for the 
videogames giant, however, as its first 
platform game for years. 

Klonoa, the game's main character, is а 
very curious-Iooking boy with wings — а 
characteristic which is apparently usual, if not 
essential, among inhabitants of his home, the 
Village of Wind. The game's plot centres 
around his quest to find the legendary land of 
Phantomile, which is rumoured to have 
existed hundreds of years previously. This 
task is eased somewhat by a fairy-like entity 
called Huppo and a magic ring which he can 








ieri cata AM use to defeat the enemies he encounters in 
gaudy outdoor levels his travels. Klonoa is also able to engage 


some of the game's characters in 
conversation in order to obtain information 
which will help him complete his journey. 
Although the camera view and 
backgrounds combine to give the impression 
of an extra dimension, Kaze No Klonoa is very 
much a 2D-gameplay title. This approach 
stems from Namco's belief that 2D platform 
games are easier and more intuitive to play 
The camera, which follows Klonoa through 
the game's six garishly realised worlds, 
broken down into 21 stages, switches 
viewpoints to best suit the action on-screen 
The commercial Success of games such 
as Crash Bandicoot and Pandemonium has 











proved that a substantial market exists for 
titles which wrap tried-and-tested gameplay 
values in pretty packaging (the latter title 
proving a monster hit in Japan when released 
by Bandai using licensed characters in place 
of Crystal Dynamics' jester). Kaze No Klonoa 
certainly adheres to this trend, and Namco's 
supreme technical understanding can = 
only further its hit-Status potential 









Klonoa's world is the kind of fantastical land enduringly ر‎ with 
over the top 
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LUCASARTS 


FEW DEVELOPERS CAN HOLD A CANDLE TO LUCASARTS' REPUTATION; NOW THE 






CALIFORNIAN COMPANY IS PREPARING TO WIDEN THE GAP EVEN FURTHER 





QUELS... BA PRSE Biss Ss NI hy 
ah cr má rim im 


1997 will be a bumper year for ‘Star Wars’ fans who, following the re-release of the trilogy, can look forward to no less than four new games from 
LucasArts, across all formats. This scene is an in-game 3Dfx-accelerated shot what from might be the biggest - firstperson shoot ‘em up, Jedi Knight 


alifomia has perhaps more than its tar share of 
talented developers. Along with Texas, it's the 
home of many of the software industry's leading 


lights, including Shiny Entertamment, Interplay, Activision 













and the company that owns one of the most lucrative 
licences in the world: LucasArts 

Though its success is firmly grounded in the conservative 
(and increasingly fickle) PC market, the Star Wars publisher 
has in recent months begun to look further afield, 
broadening its portfolio to include both the N54 and 
PlayStation titles. Follewing the F5 show in Atlanta, Edge 
flew out to San Rafael to take a closer look at ihe company s 
trademark PC development and unved à rather surptrsing 
take on the "Star Wars" game universe. 

LucasArts’ offices are located just across the Golden 


The inelegantly titled Master of Teras Kasi sees 
LucasArts seeking to compete with the likes of Namco 
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Gate badge, on the fringes of the appropnately named Lucas 
Valley, The legendary “Star Wars’ director himsell resides just 
a lew minutes’ drive away, at Skywalker Ranch — a 
soundless, peaceful impression of a 19th Century mansion 
The white, colonia) pillars, sprawling veranda and rocking 
chairs sit-in still harmony with a collection of props and 
momentos from the ‘indiana Jones’ and "Star Wars’ movies 
Ihe bullwhip, the fedora and Ben Kenobis original 


lightsabre Though not quite а Museum, 50 пећ: 15 ИТЕ 











celtulaid history that LucasArts could create len games 4 
year based on the "Star Wars’ universe, and still have room 
another, umque, take on the subject 

Masters of Teras Kasi 15 one such take. LucasAns 
boul lo enter hitherto inexplored temitary by producing LE 
Mes! beat "êm up 

The game owes its title lo an ancient martial ar, ‘Teras 
Kasi, 45 old as the Jedi themselves, The evil Arden Lyn 
allied to the Empire, seeks lo wipe oul the leaders of the 
Rebellion during a senes of one-on-one Teras Kasi 
tournaments. Somewhat contused, Luke, Han, Chewe and 
ета agree lo lace Arden Lyn, the bounty hunter, Boba Fett 
the Gametrean Guard, Thok and Hoar (a character not 
previously encountered in the films) and thus provide the 
walerihin premise for yet another PlayStation tighter 

Considering LucasArts’ core talent = pradücing the 
world’s best graphic adventures = the decision to make 
Masters of Teros Kasi a beat em up will appear to some as 
brave. risky or, For the mort cynical, atimely Star Ware: 
саяп, Tony Hsieh, the associate project leader an 
Masters and looks none too kindly on that opinion. ‘Every 

ы Star Wars" game thal we make looks а! а differen! part of 

that universe, he argues and each w demanded by the 
public, by the gamers. Masters of Teras Казы is a bea ‘em 
up. and we гель that there are alteady some epod bea 


‘ет ups out there, bul we believe this has something jar == x j | "e 
- T 





iar direi hne em cons Е нк E casas Although Masters of Teras Kosi runs at 30Hz, what it lacks in smoothness it more than makes 
ve draw hand-to-hand combat together with weapon combat up for in style. Each character model consists of 1,300 polygons, with richly detailed textures 


and, ol course, the special Force powers that may be wed 


unique ta oller - the detail of the characters, the way that 


— ls = = = 





im the game 





Masters’ characters are incredibly detailed. Built from as ‘It's not running as smoothly as Tekken, obviously, but 
many 85 1,300 polygons each and motinn-captwe animated fhe tenures нге far more detailed, and we have a lot al stull 
they remain taithtul to their movie counterparts in almost gning on, The characters are far more complex than these in 
every detail. Much of the “Star Wars authenticity 15 the result Tekken = and they have To be recopnisabie, too. | mean, 
ofthe variety and complexity of texture mapping, which far there's no move star to compare Law with, whereas everyone 
exceeds (hat seen in Namco't Tekken titles. The only fly in knows In excruciating detail what Luke should look like. what 
the ointment for Mosters seems to be frame rate — at 50H7 Hans blaster looks like and Princess Leia’s unique hairstyle 
it jars against the smooth low of Tekken and its sequel. so we had to cater for that. Н п means that Masters runs a 
H*sich seems ro recognise the problem little jess smoothly than Tekken, then there you go + b 





LucasArts mastered the Doom genre with its best-selling Dark Forces. The sequel, Jedi Knight, combines the 
graphical sophistication of Quake with fighting sequences more familiar to fans of PlayStation beat 'em ups 
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The quality of the in-game animation has to be seen to 
be believed, easily rivalling the cut scenes of many titles 
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Not all of The Curse of Monkey Island's gameplay is point-and-click. This canon subgame | А | 
is great fun, providing a welcome change of pace and more than a few gag opportunities | the original have been replaced by detailed polygor 
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foes include a number penal effects, such as thi 
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closely as possible. The arenas are divided equally between team responsible; lead by producer, Brett Tosti. ha: L 


Rebel and Empire bases, including Endor, Cloud City and the hard to ensure a balance between the multiplayer and 
Dealh Star Заг ing detail is out of the question much ungleplayet games. In oneplayer mode, rhe game | er 

И the attraction of Masters je that it allows the player ti much a plot-drven affair, with Kyle meeting characters, 
light as one of the heroes fram the film = gamers finally finding clues to his objectives and completing minimirssoms 
getting to weld a lightsabre and te-enact some of the classi lor the Rebels, such as destroying power plants and shicld 
battle scenes fram the movies, Lacking the ону of мєт. all thi hile pici p eaxpexencéce points which 
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Ihemed Toshinden, with each character wielding a weapon The ice powers aren! a gimmick, Tost: claims, T 
and special Fore mrnwye« NN remains io be seen lief ey pi i i Dn ial Rê om Гит Mi PUES түн! т rmi UT Ty 
САЗАН Рат mag inin the hehting genre ae CONN! gl £a muss IB I PD Ld BR LI li Our ЕЕЕ а O D#6 40111 L 
й N 
as it did the firstperson shoot “em up wilh Dork Forces, As ultimately determine the outcome of the game, as vou 
wath all ihe {йг ГЕТЕ ТАГЫ ipur, TB. am EE ol Teros Kasi choose either the dark powers tii HETO light ТАЛГАТ P 1 
aot anything its about landom and nostalpia reredrediy choose ti levelop dark power сиг СӨЙЛ $; , 
something that will more of less ensure it 5 all Move to the Dark ce, wiih all that that imi 
! 
multiplayer, the mowers allow Tor dark lea і f 
Success is 
iready preity much «guaranteed for fedi ing tor a wider varti | Tactics 
CE, 
„ЕН IN oa awaited and much Mpd Seidler lo [957 
! Я Having confidentl ar 
Dark Forces. The title was orginally showcased at las! year av Е у moved mio ne lerniney ol (sc 
P? 
ES in Los Angeli behind closed donare. Originally powered Junkie. th tar Wars Iranghise | eeking to comer t FI i 
by Renditian’s Verte chip, the final, DAD Ox version is ucradive strategy market, too, LucasArt ЛАШ Ча Ек rat j^» i 
DM Mm 
now meanng 7 implet n. Since Dark Porc Ihe genre la working om Shar ИЛ SUPOT, an пега wakame K 
ғ | | 
mayer on ТИ Ж. IK p "M МР TL. ie IT nr? providi +, 1! BI `. mi wh it dii 10117 Ihe Gane wit! н a i WAER A 3 
gameplay berchmatk and Quake seting the 5D standard Conquer clon instead Premacy eschews Mi кН A Å 
Accardingiy, Lucas 15 digging deep fo aller the player and bells of that particular genre in Tavour of a fae more Pa 
something more than just another Петре noo! en u harg-Ansi Stor Conti e game muta atii + mnples 
АЧ IM mul player leat match facil ti t BASIC level of DISTR TEST PE {һап 4 ме Wesmeno Ж might HE d i я Ф 
| 
character interaction, а ГҮ. plot and "magic. in the form Originally entitled Rebellion (possible problems with Al 
ol Force Powers. INTE again, Ne player assumes tne roli Rep lion Soltware pron pred A апе), aupnremacy play 


Мо Stor Wars game would be ol Jed) EL EAT ST] Kyle KALAN, Who sets aul NG avenge Ihi Jere much ee at cara trad NG pane, # ith chatacters Та ГЕТ ү? РА 
complete without Luke and со 
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Fans of the original Monkey Island will find much to love in this third instalment. The humour, quality of the art and involving gameplay that made the 
original such a classic have not been forgotten. Jonathan Ackley, associate project leader, believes it will bring gamers back to the adventure genre 




















Har Solo. Princess liea and Luke all acting as meritie nr people are burned out an A131 clone and the like and they 
battles and diplomatic missions. Mayers can take control of just haven't seen anything new lor a while.’ 


either the Empire or ive RKenellian, and all space batili AF Fom what Edge has seen of the near-compiete Monkey 











resolved within a virtual cube. the various vessels placed like ү there’s a girai deal of innovation on show. The animation 
unless ona piad. EC EH à TH ырау | ] aT rot tandard ji SVGA, and the mame is 
themselves relegated to the sidelines, ther lack of visual huge, with over 80 different locations to explore between 
Hair proving docu to seil to a PC userbase currenti iwo islands, Plunder and ‘Blood, Most of the encounters 
obsessed with 5D accelerator mil ihe newt Commend à fol the miliar Lucas nath. wiil branching puzzles and 
| тишет. No doubt Lucas will be betting that the loyal endli veers. but Ackley and the Honka» leam havi 
| fanbase it has acquired with Dark Forces and X-Wing will added something less predictable, in the form of subgames 
| want i complete thew Star Wars collections or, at the ven At one pani heepwood gets his hand na shin 4 
least, lavoura change of pace cannon, where The view shitts from third to l'irstperson fo 
koi Lechurk s minine as hey row Tor shore Mit ridi 
With all this 
! a IS ‘Siar Wars activity dominating Ihi game in amongst The more usual paiikand-click far 
tudas, is easy to forget the games Mhal really made the [їн ТАТ. Monkey lond 13 certamly otfering 
Lurasaéans name: poimt-and-chek adventures. Although Sierra mething new in terms ol ds Technology, but what fans of 
ре! vi nt | with m JT] T (KA M aT Ti oat LM E TIT. JL T / |] bu paying for m А! "TERT RT GI afi ||| hu 
at made the genre и wn with the likes al Fate af Atlantis samething old, nol new. They'll be paying for a humerous 
ind the legendary Secret of Monkey Island. Its been four Ы, vith real depth; а game where the larger-than-lite 
ears Since Gay NUN Ihreepwoou last cracked “ise al Hu [ЕТ ЯА ЧК ATE às familiar as those in û nursery rhyme and 
evil pirate, Li hock, and a lot's happened to the PC market vhere encounters with vicious “jungle chickens’ and the likes 
TN: ТТ A tha! time rer the heady sucress ol f TEE, 1 Eeri Ihe Irog-like lemonade salesman | ari onsidered 
€ pany relcased the sombre and unappealing husingss ak ича 
Dir hal мн اة‎ a yell. nor garnered the same After a slightly shaky start to the year LucasArts is o 
A Та а Кн as i$ ofedercessot М ШЕШ other сты once again, The с мпрапү k5 dealing Tal nostalpia, i" 
: cas arch as Revolul n began to caich up and even the kind of appealing and somehow still oddly 
МАГ | | Guybrush Threepwood's antics 
r i iko Luras standard Aroke JI wih ita SVECA hamespun kind al fun that rarely fails to sinke a - rarely Jall to тайы а Сине 
* a 
pnt ZU] atatt ind antuitive interlace, sued a cheat chord wih the public — and the competibpn — alike Е ы —— 0 
Р І Enpe To T Lice lommalon, Gul its relatively pani 
padornnance in ite high street prompted many to wonder WU 
Me genre ti lf was ûn the is 
[he Curse of Monkey laland is the third Monkey title an 
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November. De е the recenl indiHerence towar 
idyentures, Jonathan Ackley, associate project leader on 
Monkey t el believes his game will prosper 

nmpiuler Fames Irenrds are суси al The тре like 


öle is thal of the RPG, which everyone thouphi 





dead genre, which was suddenly revived with (rah! fi | 


Wunk the fault fies with the genre, | just think that maybe It may not be the most visually appealing title in the Star Wars line-up, but Supremacy will 
| doubtless find a niche amongst those fans already tiring of PC Command 4 Conquer clones 
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THE SPACE-BASED SHOOTOUT HAS BEEN A STAPLE COMPONENT OF GAMERS DIETS EVER SINCE 
ELITE LOOMED LARGE IN THE EARLY 80s. THEY VE RARELY LOOKED THIS GOOD, HOWEVER... 
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sthematics, 


all of which actually 
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Spacecraft designs score highly for originality, The artists | = " =: 


have worked hard to ensure a near-organic appearance 
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Such is the quality of the 
in-game texturing that space 
stations such as this (above) 
differ little from their 
prerendered counterparts 





What Immediately strikes the player is the coloured 
‘space’ which gives the environment a living feel 





















While AM2 has long been the hottest depz 
development facility, attention has increasing 
Its jaw-dropping interpretation of ‘The Lost Worle 
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hen it first appeared in cinema to be finished in nme for the movie's Шосе ап ME AE си 
MA. м 
around the world, "Jurassic Par NES. Ld ipanese miese), exuded a relaxeg пе о ог Sumus SINT MITIS . 
- - = Jab is | = У. d Р | [ ] 1 
stunned the moyie-going pull EE 4 КИШИН in order to chal to twa Ct ШЕП ТЕК. Е EG ÉL А 


with what computer te Кто ti TI hi пр in "г me пр ts Dern Tees among nue TIR a4 i Inn i Deen aime of Be AM 1l 
it = Ө — ahh = { Ba ЇЇ | I | F F 4 а М. à : 1 - 1 E a KI " 7 i į = E "i 4 к 
е атча у а Ж mausit pe qm e л; ba." wel 45 checking out the departments ord JT INDE XE EUN Т. 


"8: ^p сш, of course, anc while n couldn't 4 new Com ops, de Mans and Гор Sete: ID NE по сеп SUN. 
have Roped to recreate the impact the Mie Kumagai, ihe game's producer бесе 10 роо с in JUD. way, 
örnen had, i£ has nevertheless pushed tha ‘We started the studied Philosophy and worked lor NI - TIL сас Member MUNDO DOMUI ег! 
boundanes of CG! once more compames helore joining Sega, working for CHEN LLLI AMG dud. LL 


|! ГИШИ mu Nal mcn йү clise project using AM Ne ur s | dae TI Г MELI which "n TE mirusted ith tHg Ше И. LE 


telatiafistup between Hollywood and with theme park ndes She has since Edge: Wag Model Qyealy NA. 

мио аттес were needed, then Sepis first Model 7 We oroduced Gun Blode, Decothlete and Ay! MKENo, и #57: TOGE. N 
Model 5 arcade shoot ‘em up 1s it. The Lost Case, and e MARTE lo Ihe main Ое. апо ЭЛЛИ SRI Mount 
Wort: ого Park 2 Vi as representative ol knew the next programmer ol fhe Lost World Dana: ETE “ИШ. LG Tat 
a ménurmental technological leap as The project's director, Shinichi MNT Ta (WE. | Ga 


Spielberg's first dinosaur movie was. If eves board would be Ogasawara, Nas worked wilh Mie Kumapal Nel 3 bold bul п Кос | we 


[hate veas & ттун нове д ШЕЕ) apable "n on. пан Chase 2 and Gun Slade, and =the Wipe able w da IR. We were 
Нее ng us own àgainst H5 Hollywood Model 3 ly iit we manm responsi и “Ате Aspects Such as il Матак рг ИЕ. "Же CNN n 
сюйе ап m terms of vis jal stimulation and story, artistic content, and bai kg MTS “н! the cane Fle Te ууа, ретту а. Also, 


overall excitement, mis must be il didnt know it ОТЕТ... Жү КИТЕ. ЛҮҮ... 
TI "кыа the offices ol the gamë s Edge: When did you stan work on the pame Шз. Mode} Swe could nord him it 
crealive team, AM3, which despite the what it could По" Mie Kumagai: Uscussons began im February wasn fact tynnine on Wedel 2 үп AN 


pressures Of deadlines (he coins op was digi 1996. | was working an Decathlete and Gun Mote!) BH RU 
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The designers have made good use of the licence, ensuring players are kept on the edge of their seats as they 
put an end to the relentless attack of the game's many creatures. Few are as striking as the giant T-Rex (main) 
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LE FLU XE DL ТЕ MCA Passi Pork’ rid We also took a look at the йегет information such as sketch hots 
Dream Woks П ТЕЧ ПИЕ Unwersal Studios, Dut we at scena ind dilereni #usgralon еп pri 
MK: Mu! present haka good чтүү int watch any of the liming. However, il | ~ created the textures trom the matenal. The 

4 bv LES | ч 
UNE TA cgo Last Ре ату, T proved very iselul Nor us to see Ihe monsters = y designer faced a huge challenge bul 
А à - 
Re slut BU le AA ү pec! (ree hires in re a | SLE ЕГ |! NG the lilin à background есен il in making th Y dieog ane nal thal 
КУША сн iss o MEI Park and We alsodnteriewed different staff about Hereni from the movie 


Sequel Lee «hup о ои GA Jal the Mm. Hy he time we got back we had a Shinichi Ogasawara: Obviously, thi 
Was dated vay easily The prffect wii kong idea ofthe game's atmosphere 'We went to programmers contnbuted «lotto the 
регу green gh! иет скут easily Edi the game's plot like the movie mosphere Hom a planning perspective, | 
ap ет, га АНЕ гете гр а ul МЕ: No. Both main characters of the movi Universal think the level of suspense 15 good 
Deed cadi on 1 тъне: LEER г WH appeaf m the тшер атп ind with the Edge: How i ihe deve Ju us leam 
T. WI eSI Sun in sme time penod, bul UE ITE TIE Studios to look MK: Because (tus was a Model 
| 


ngan vai pielbuni But ADD Edge: Have you seen the movie ? development, the number has increased 


IB base ГАК. „ША. - we | NT MK: NG. пот yer. The movie and game wer at the dinosaurs throughwur the project. Ne needed Some 


worked AE [етт uU пр р IE тада й! the same time. But a certain time dinasaur designers, background designers and 
| ver the games ма едите belore we received The in the "Jurassic ШИРЕ motion designers. Fach group wa: 


Edge: Нес сеа йол wagmern formation = we didn't pet it immediately, As made up ol a 5mall number, tough 


Par Ic" rid e. and ka Ahere did the stall rc Tce 
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Бета The two baka mones; а tesuli, Me gani graphics had to t 


ЖИК: |! was vep dificul МИШ Пе гу] hanged several times in order to stick МК: Evernbody came hom within AMS. There 


ргеъепіа in June lags appeal by ош о The movie. Thal aspect was very hard we also saw the is атои of 100 people in AM3 so we had 
president, we stage to prepanghe mos aut Ed z How did you succeed in recrealing the plenty ol staff to choose from within the 


designs. in Тетһег, veg! to Unissa] film's atmosphen film locations department. Each member has been involved 


MTS s to take а Гос the dinosaurs in the МК: Dunng our trip to the US, we receiv mih a dillerent kind of game; we chase tir 
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The game's cabinet , e 2 
light ups at the end „= 
of the game for a سے‎ = 
real cinematic feel | | E cc 
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Director Shinichi Ogasawara was 
responsible for much of the game 
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MOTS ы very hard to 





praject started 
changes in the lez 
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development We nee 


си! for us to gel them to 
And the setting ol the 
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charac 
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aurs very big and therefore casy їх 














Edge: Did you use a standard MG 3 spec! 





ME: No, not really — we're using a se 


tal i5 ШИ WIE f 














veneration Model 3 board... the orginal 
Model 3 specihicatinns were not sufficient far 
us. In the near future, games are going To be 
released on improved Model 3 boards and 
when compared with Jurassic Park 2, people 
will argue we could have done more... We 
have to judge Jurassic Park 2 on Whe present 
Madel 3 board, 

Edge: The T-Rex is particularly impressive 
How many polygons is it made of? 

MK: Approximately 5,000 polygons, A Model 
2 board can display approximately 5,000 
polygons per frame, while Model 3 can 


display 15,000 polygons per frame, The 






polygons. Model 
2 can handle 
around 5,000 
polygons per 
frame; Model 3 


manages 15,000° 











Mowe type of adventu у. Wi 
£d. | zl rum 


Edge: Was il Always роіпр 10 Бе арип gam 
MK: TT ol 4 shooting game wis 
there from the begmnrnung шт ine 
preproduction phase we ШЕН about 
dillerent genres = ever 4 racing pami 
Everybody had lots of ideas but | wanted to 
make something that rellected the movie. The 
movie 15 Inghtemng and focuses on the 
characters’ panic. 50, a lightgun game was the 


genre that bees! hited is kund o! movie 


Edge: What was the hardest aspect of the 





iot. For Virtua-Copr this th not à problem as 
you can shoot at any time and enemies 


disappear But for Jurassic Park 2 MW Was very 





difficult to design the dinosaurs attacking 
[rom different places and getting really dose 
before beine killed. From the moment thu Р 
ДЕК appesa lo lê moment they re kiled 
ете 15 an important lapse ûl time. This i5 in 
order NG keep players interested 

50: Ihe Way ol Wale Шри!» in Ihi kame 
was very Даш It was difficult to tind a 
good balance m the way of imilicting damage 
This had to be relatively "TS IET order to 
Create adequat tension for the player The 


tension has to be- present unl the end. 


Edge: As a woman, have you tailored the 























Model 2 board used different numbers ol same tà achieve? game ta attract women ar. a wider audien 


Perhaps predictably, 
the T-Rex features 
heavily in the game, 
and is involved in some 
gruesomely amusing 
sequences (left) 





Mie Kumagai, the producer, has worked 
with Ogasawara-san on previous titles 
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A МК: dont want to le... This game wa! Edge; Will there be a Saturn conversion! 


Largeled ata wide audience but | did: mt ME: 11 would be very difficult i console 


want to make t universally enjoyable, hardware could manage IL Att Тегей! 

| othenwise | would never have succeeded in console Veron of “Jurassic Park 
А uw compact, I had кїл, woman gares wele Desenled but campesred with 
lastes, the controls would have been simplet ihe Lost World the dillerence4 were Олло у 
and the game would have a surprise-based big. Graphically, our version is close lo the 
scenara did heal want to make such a real movie, Furthermore, 11 would be difficult 
‘imple game lhe game was made with to recreate the atmosphere of our cabinet in 


Dgasawara-san, and he had a tob af input. He a console game othe 
had the ea fo mclude a cooperation rating Edge: Was the AM4 department responsible 

into the game. Hf playets help each other, at tor the cabinet design of ‘Juras 
the end of the game the rating will be high MK: Yes, We were shown diferent destgr 

ind thes encaurages cammunication бен M first we were very surprised by the cabinel Park’ at 
players during the shooting. | foughi i was à е [elt was too bad and we couldnt see 

good idea, so we included it the point of that. But then we tried it and the difference 
Edge: Was The log World deemed a St la! mmnedinlely liked it We also tied (he cabriet єк 


project within Sega or did it have the same (th Bir-Hazard — thal was very Inghremmg between them шүп i ery d 










resources as most com-ops? Edge: How about the game's audio! What immediately. | have еч Лем р Мг 
n. m fa " TT | mera Ld 1! TT TIL 1 " 4 n Po, > ra єлї ud Th L t * k i Ts NG in a Hrne hasl [ "TIT 
MK: Its à normal project M ide! 3 ЕС! about the Sound et the dings і апо e Los Vakavama to tënd a finshed cahine! | 
ore expensive. and its budpet 15 within that ol MK: While in the US, we were given the nielberg | think they Ned very ruich 
rmal Model 3 game. However, budget ound trom the movie's dinosaurs. But for out World was big’ Edge: Has Spelberg seen the game 


ind stali are mcreasng ОТО Тес тыту уп гий! йаш ur Sound engineer created MK: ! not wel. We Stoll have to пп RE Hé 





In order to progress, players will have to cooperate throughout 
the game, occasionally even requiring them to free their 
partner from the jaws of the game's carnivorous beasts (main) 
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ME: “ea. RTEA like if you were wali hung 4 real by the 24.hour endurance event held yearly 
movie at ma mëma m francs n мне players will be able to 


choose one ol six real GTclass racing cars 





While part of the AM3 department is pulling from Ferran, Porsche, Molaren, Marila 

the lhinishing touches to the ambitiny Histon. and Mercere 

dinosaur-based shoot ‘em up. one of its other The gare intr duces m new Tree-enis 
projects, Top Skater (see Arcadeview, E45), is system, meaning the race will continue even 


LI | 
| wanted to Also nearing completion: Aimed primary а! when mo one is playing, with participants 


the US market. the game nive nihili allied to enter the eveni at any ити The 
make a game continues. їп demonstrate AM S's desire lo get radar system used is similar to Doytona's, and 
the audience to become part al Ihe gaming parmis and extra fime К are awarded 


like the old expenence, by offering encouragement and every time another car is overtaken 










Иле like the black praise to individuals playing the game Naturally, raph stages will play 4 major 
Ramen | was а black-and-white Currently, within the AMS department the parr and players will have To continue racing 
п! = Ihing like ‘Fights of key word is still “communication” explains with only them headlights to guide them 
Nessie. | wanted to include King movies, and Kenji Kanno, о! the vas! team’s planning Four Wews ang available and an extra 
НЕ or some other monster from and director section track will be included tor players whi 


old Hollywood movies. | also wanted to include monsters ‘Rather than jus! create arcade machines. successtully complete the standard race 


feature bigger monsters, but these we wanted lo gel players to become Although screenshots of the game cannot 
disappeared and we kepi closer to the like King Kong immersed within [Top Skater 's| etmospher passibly convey its fluichty and speedg, Le 
movie. — laughs] AMA's other main prnject continues the Mans 24 is currently promising to maintain 
Edge: 15 it true thal when a game luushes, and Godzilla...’ department's absession with racing game: the unparalleled quality associated 

the lugi made the cabinel #Jummale5? Le Mana 24 is a Model 3 board title insparec LITE Seg 5 рач arcade rater 


к ng = 
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Le Mans 24 is the latest AM3 
racing game. Players will be 
able to enter the race at any 
time, extending their time 
limit by overtaking other 
cars on the track. Top Skater 
(right) is AM3's other title. 
Kenji Kanno and Hisao | 
Oguchi (far right) are behind 
the game's de nt 
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4 CONTINUED | THE ESCAPE 


he videogames industry s gradual 
| transformation from back-bedroom hobby to 
multimillion-dollar business has often been 





likened to the evolution o! the television and movie 
industries. Certainly the gradual acquisition of 
independents by gaming superpowers over the last few 
years seems to have followed a familiar pattern, the 
increasingly serious Money involved ensuring that a 
more corporate climate has become the norm. Where 
once a lone programmer could expect a one-off fee of 
around £5,000 for a piece of code, advances of 
E500,000 for a single SKU are now commonplace, 
making it all but impossible for smaller teams to 
develop titles independently of a potentially restrictive 
publishing deal. A bias towards internal development 
has naturally followed, giving publishers not only total 
control over their product development, but also saving 
on expensive advance and royalty deals 

And yet in the last ! 2 months alone, high-profile 
Doom and Quake designer John Romero has left his 
post at id, Sid Meier has opted to leave the security of 
MicroProse, and Wing Commander creator Chris 
Roberts has quit Origin to co-found Digital Anvil. N64 
developer Rare has recently lost key staff, and even 
leading UK development house Bullfrog has been hit by 
not only the departure of three company “Veterans but 
also company founder Peter Molyneux himself. Il 


seems the structure of the software industry is far less 


BULLFROG LIONHEAD 
Staff: Peter Molyneux 

Crowning achievements: The Populous 
series, Powermonger, Dungeon Keeper 
Leaving: Bullfrog 

Moving to. LionHead 







A brief history: Formed Bullfrog in 1987, creating 16bit shoot 'em up Fusion the 
following year. It was the 1989 release of genre-defining Populous which really put 
Bullfrog and Molyneux on the тар, à game style which has been explored and refined 
through a studied, conservative list of subsequent releases, Molyneux's new company 
includes Games Workshop man Steve Jackson among its number. Titles will be 
published by Electronic Arts. 

Reason for move: Unhappy with role as head of the company, Molyneux intends to 
continue the hands-on approach he returned to with the development of epochal PC 
strategy title, Dungeon Keeper. 
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stable than anyone would once have thought. 


Tom Hall, 


found lon Storm with John Romero and ex-Level 7 man 
Todd Porter, sees the rise of a new set of independent 


who recently left 3D Realms to co- 


developers as a continuation of the movie industry 
parallel. 'When movie cameras were invented, they 
were tools of the inventors, the technicians, Once the 
technalogy stabilised, then creative people got to take 
over and see what it could do. There have been similar 
waves, after the recent digital special effects wave, 
which we're still sort of in. We've seen the amazing 
effects in “Jurassic Park" and "Twister", but the 
characters are rather wooden, Once all the directors get 
used to this new power, then they can use it effectively 
and tell a powerful story with it 

This 15 what we've gone through in the gaming 
industry. Now we have a lot of designers saying that 
they want their vision implemented, instead ol being 
told what they re allowed to do by the people that write 
the engines. The technology has come of age, and the 
designers want to see what they can do with it. 
Designers are in the winter of their discontent, and now 
want to break free and be in a situation where their 
design can flourish, For some, it is just a lateral move. 
For others, it is.a tremendously freeing process.’ 

This certainly appears to be the case with Mucky 
Font, a team created as a reaction to the problems that 
beset previous employer Bullfrog: “When we started 
there were about ten people there, now there are about 
100,’ says Mike Diskett. '!t lost a lot of the friendly 
feeling, then the buyout by EA caused the atmosphere 
to change in that we're no longer helping to keep this 
small, friendly company alive. It wasn't as satisfying. 
Plus, we were finding that as long-term members of 
Bullfrog we were getting promoted away from the 
games and spending more and mote time in meetings. 
We wanted to spend all our time creating games.’ 


Even Bullfrog head Peter Molyneux concedes 


that something went awry. ‘There was this huge 
bottleneck at the top and we couldn't all be chiefs, 
there had to be Indians, It meant that there was 
pressure tor Bullfrog to expand, and one of the ways to 
da that was to be part of an organisation. When 
Electronic Arts came along and put their offer on the 
table it was really down to three offers. It seemed the 
right decision to make and | still believe that for 
Bullfrog it was the right decision, but | do regret it 
because Bullfrog definitely changed for me. It changed 
from a company that was one big family where 
everybody got on with everyone else, and where lots of 
people socialised together, to a place that was a lot 
mare political. There was a lot more scrambling to 
climb up the ladder which meant that people tended to 
get a little more pissed off, and so for me | found it a 
very frustrating environment.’ 

Spending more and mare time travelling and in 
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meetings, it was a scathing email from Guy Simmons, 
now also at Mucky Foot, that turned Molyneux around. 
‘That single event made me realise lavas'actpally doing 
something at Bullfrog that | wasn't particularly good at 
and didn't particularly enjoy. It made me realise that 
what | should be doing is designing and writing games, 
and it was at that point that | switched my attentions. 


‘There were really two choices. The first was for me 


to say, Okay, I'm a program designer within Bullfrog and 


nothing else, full stop, or there was the choice of going 
off and setting up my own group doing exactly what | 
did with Bullfrog, and that was to attract people, really 
talented people, and take people that haven't got 
industry experience, and then grow a group.up to a size 
which feels really comfortable." 

The Mucky Foot crew, meanwhile, are using their 
experiences at Bullfrog to define their new working 
environment. ‘We're going to try to keep as small as 
possible,’ says Mike Diskett. "We believe that you 
can create a world-class triple-A title with a handful 
of people, rather than 20 or even 40. And we've 
found that more people always means less 
programming gets done." 

Diskett is enjoying the opportunity to work without 
the interruptions and constant meetings that blight so 
many larger teams, not to mention the politics involved. 
'We're going for a democratic company. That's why 
we don't want to push one person as a figurehead af 
the company, like at Bulllrog. It did create some bad 
feeling at Bullfrog.’ 

He does concede that gamers may see echoes of 
Bullfrog's style in Mucky Foot's output, but given their 
involvement in those games it's inevitable that many of 
the design ideas and ways of working will remain with 
the team, That Bullfrog pedigree might come with а 
price, however. It's a real possibility that any publisher 


which signs up Mucky Foot might put pressure on 
them to expand. "We'll just completely and totally 
refuse,’ states Diskett. 'Big wads of cash are always 
tempting, but we've seen that down that way lies 
madness. lt descends into endless meetings about 
game design, and when you've 10 or 20 people 
putting their ideas in, these meetings last a whole 
day rather than 20 minutes." 

Another potential supergroup to recently emerge in 
the UK is Eighth Wonder, formed by six ex-Rare 
employees. Having cut their teeth on acclaimed titles 
like Donkey Kong Country, Killer Instinct, and 
forthcoming N64 titles GoldenEye and Banjo-Kazooie, 
it's interesting to note that the company has inked a 
deal with Sony, choosing to code for the CD-based 
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Staff: Sid Meler 
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MICROPROSE FIREAXIS 


Crowning achievements: the Civilization 
series, Railroad Tycoon 

Leaving: MicroProse 
Moving to: Fireaxis 


A brief history: Co-founded Microprose with Bill Stealey on the back of a pet that he could 
come up with a flight simulator better than one they had both played in an arcade. The 
following years have seen Meier remain in the development arena, rather than opting for 8 
more corporate rale, which makes his decision to leave that much more intriguing. 


Reasons for move: Unknown. 
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PlayStation rather than Nintendo's wonder machine. 
‘We simply wanted more creative control over the 
games we produced, says Eighth Wonder's Oliver 
Davies. There were other reasons which helped 
contribute to our decision but ultimately the move 
was linked to a desire to be able to create the sort of 
games that we ourselves enjoy playing,’ 

Davies stresses that their experiences at Rare were 
mostly positive, but is keen to step out of the shadow 
af that employer and be recognised as a force in its 
own right. 'I think that in terms of product, the 
difference between ourselves and many developers will 
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be reflected in the diversity of our games. Some 
companies have adopted the philosophy of simply 
repeating what sold well for them in the past; churning 
out rehashes and updates of an old formula. And, while 
that's fine for some people, that's not a route we intend 
to head down. This industry is really still in its early 
stages; there's plenty of scope for people to create new 
trends rather than simply follow old ones.’ 

While the team's departure from Rare caused 
genuine shock in the close-knit UK programming 
community, such shifting of talent is commonplace in 
the US, where headhunting is rife and more than a 
couple of years at any one development house is 
increasingly becoming a rarity amongst programmers, 
artists and designers, Even the last couple of months 


‘THIS INDUSTRY is REALLY STILL IN ITS EARLY STAGES: THERE'S PLENTY OF SCOPE 


FOR PEOPLE TO CREATE NEW TRENDS RATHER THAN SIMPLY FOLLOW OLD ONES’ 
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ORIGIN DIGITAL ANVIL 
Staff [from left in photograph]: Erin & Chris 
Roberts, Tony Zurovec 

Crowning achievements: Wing com 


series (Chris), Privateer 2: The Darkening 
пр (изен. (srovek), 
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А brief history: The Roberts brothers started out writing software fo 
Micro In eK Dotore ийри Gam. n the US and hittin g paydi 


with crusader 
creator Tony PN Digital Anvil have ба up witn Mičrosott, 
Reasons for move: Disiliusioned with the structure and working. ethics of large teams, and. 
marketing-led project decisions. 
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— we 


have seen Virgin USA high flyer Neil Young defect to 
Electronic Arts, while a whole band of Looking Glass 
employees have left to form their own technology-led 


games company, GameFX. Nevertheless, when both Sid 


Meier and Chris Roberts announced their departure 
from MicroProse and Origin, respectively, it was clear 
that the balance of power was shifting. Meier, who 
co-founded MicroProse in 1982, always shunned the 
corporate side of the company in favour of games 


development, working on hits such as Railroad Tycoon, 


Civilization, and Magic: The Gathering, and he's 
become comprehensively aware of the structure shift 
currently affecting the game-development sector. 


‘| think the pendulum is swinging back towards the 


mander 
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smaller more creative development groups because 
they have less of a tendency to create the *me-too" 
products. Three or four years ago publishers were trying 
to gather up and create their own empires of masses of 


programmers seeing this as an opportunity to have 
more control over the product. | think during this time 
the industry became very stagnant and began doing the 
same thing over and over again. Smaller independent 
groups can regain creative control over their produets 
and as | think we've already seen, with products like 
Doom and Warcraft Il, can really put out breakthrough, 
innovative games. 

There's little doubt that MicroProse will be hard hit 
by Meier's decision to found Fireaxis and jump into bed 
with Electronic Arts. The same publisher, of course, that 
Wing Commander creator Chris Roberts has broken 
away from, 

‘There are about 35 people here,’ says Roberts of 
Digital Anvil, the development house he's set up with 
brother Erin, Crusader author Tony Zurovec, and 
filmmaker Robert Rodriguez. '| don't want to have 
300 people like we did at Origin - that's detrimental 
to the whole creative side. Origin definitely lost 
something when it got bigger. When you don't know 
half the people in the corridor, that's when you know 
you've got problems.’ 

Roberts’ departure from Origin is partly a reaction 
against the policy of putting up to 30 peaple on a 
single project, thereby watering down the game's 
vision, but undoubtedly also a result of marketing 
pressures. ‘One of the problems | faced at EA was that | 
could get any amount of money for another Wing 
Commander, but not something new, he admits, 

He describes the typical catch-22 situation that so 
many large publishers have fallen into in recent years, 
where new and original projects just aren't-on the 
agenda. ‘With more money involved these days, a 
game's development budget ends up being based on 
expected sales. But unless 1s a really familiar title, 
nobady can predict what it'll sell, and so aren't 
prepared to throw much money at it, And without 


with the deal,’ says Tom hall. ey EW the TOWEL UN immediataly s ёё 





'We have made it a practice not to talk about specifics, but suffice it to say that the deal uper iier ا‎ 
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proper funding, you can't come up with a strong title 
It's a sort of self-fulfilling prophecy.' 

Consequently, Digital Anvil has naoked dp with the 
more open-minded Microsoft, with the intention of 
working on three five-man projects — Roberts 
Freelancer, Tony Zurovec's Highway Knight, and Erin 
Roberts' Conquest (all working titles) — using only 
staff that have more than five years experience and at 
least one hit title under their belt. The idea is to have 
better people with more time tà develop a title, rather 
than just throwing more people at à project,’ says 
Roberts. 'You have to keep the teams small to have а 
unity of Vision.’ 

Interestingly, Digital Anvil is also making attempts to 
replicate the creative, driven environment of small 
external development teams by offering profit-related 
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have control of my vision. Id was fine doing what they 


boiled down to ~ a hot technology company with strong 
gameplay and just enougn Content to make it appealing 
3D Realms. is starting to do what | wanted to do — just 
not in the way | wanted to do it. They're putting a lot of 
content in their games, but they are going for shock 
value rather than emotion, which is what | want. They 
don't really want to innovate whole new untried areas 
of gameplay - | really do.’ 

Hall firmly believes in the theory that a single leader 
will produce better results. 'It may sound high and 
mighty or sellimportant, but I'm the only one who has 
the whole Angchironox [his curent project at lon] 
universe in Mhel head. | can telhan-artist instantly if 
something fits in the universe, why it does, and where 


it should go. A project will get done faster and be sc 


‘ONE OF THE PROBLEMS | FACED AT EA WAS THAT! COULD GET ANY AMOUNT OF 
MONEY FOR ANOTHER WING COMMANDER, вит NOT SOMETHING NEW’ 


pay. '! want it to be a place where you've got a piece of 
the action, where you feel like you've got ownership,’ 
states Roberts. 


And then there's perhaps the biggest move of 


all, that of John Romero from id Software to 
development supergroup lon Storm. ' thought about 
the decision for a year before leaving and started 
talking to Tom Hall about starting 4 new company about 
eight months before | left,” says Romero. ‘Leaving after 
finishing Quoke was the right choice — leaving after 
finishing a hit game. | keep on good terms with the id 
guys and it was pretty easy because we've been friends 
for years, 

Much has been noted about Romero's frustration at 
having to design around a game engine that was 
constantly in flux with Quake, and he does admit that 
working with a finished technology (the Quake engine, 
ironically) at jon Storm eases the development strain 
'by magnitudes’, Yet surprisingly he describes the 
company structure as being just like that at id, at least 
in terms of day-to-day development — though adds that 
‘because of our size we have to run a little more like a 
real company, have regularly scheduled meetings, and 
be more sensitive to many other employment issues. 
Positive-wise, | would have to say that id teaches locus. 
To do anything really great in life, you definitely must 
have a focus and stay that way.’ 

He does, however, believe that the tightly focused 
way of working at id left no room for any kind of a life 
outside of work. 'That is a very negative sitüation when 
you are an outgoing person, but you can get a lot 
accomplished if you live at work. It's not for me,’ 

lon Storm's Tom Hall is more direct. ‘| left id for 
the same reason | left 3D Realms later — the inability to 


BULLFROG 
MUCKY FOOT 


Staff [from left]: Fin McGechie, 
Mike Diskett, Guy Simmons 
Crowning achievements: Mike 
Diskett: Syndicate, Theme 
Park, Syndicate Wars; Guy 














Fin McGechie: art for рори; 
and design for Theme f ark 
Leaving: Bulffrog — 
Moving to: Mucky Foot 


A brief history: Three of the ionger-serving members at Bullfrog, they pre-empted 

Molyneux's decision то jump ship by several months. Working on a PlayStation title (followed 

by a PC conversion) due for completion mid-'8. Yet to sign toca publisher | 
Reasons for move: The trio grew disillusioned with the changing structure of Bullfrog, and | 
yearned for a smaller, more efficient and controllable working environment, The decision to 
shelve Simmons’ Creation project also certainly contributed to tne decision to leave. 
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much more distinctive if there rs one person guiding it. 
Of course, one other reason to leave a large 
company is born simply from the way the whole 
company is run. lon Storm's Todd Porter: Personally, 
Jerry [also now at lon] and | left 7th Level because the 
people making decisions had no idea how to make 
great games. Believe it or not, | had to deal with things 
like bailing one of my programmers out of jail because 
the management insisted they be on my team. God 
knows how much time was lost because of bad 
decisions. With Dominion, | saw a trend and jumped on 
it, but when you have to spend four months convincing 
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for these departures. It's a cliché, certainly, but the idea 
that smaller developers and publishers are more willing 
to take risks than larger corporations does seem to be 
true. ironic, given that it's the better-funded publishers 
that ought to be able to be more daring. Eighth 
Wonder's Oliver Davies agrees. 'Large companies 
generally make their decisions about which type о! 
game to develop based upon their expectations of sales 
for such a game. Thus, a company may churn out 
derivative platform games because past sales figures 
suggest that people want to buy exactly that. If a game 
is fun then, provided it is marketed correctly, it should 


‘IT’S ABOUT HAVING A SMALL GROUP or РЕОРІЕ GOING TO THE PUB BRAINSTORMING 
TOGETHER RATHER THAN SITTING IN A BOARDROOM ALL DAY ARGUING’ 


management that a game like Dominion is worth doing, 
the moment is lost.’ 

Porter perhaps sums up the appeal of the setting up 
a new, more streamlined developrnent team when he 
says, At lon, | am management. 


Speaking to these job-swapping industry 


figures, it's clear that the inability of employers to 
retain a fresh, creativity led attitude Is the prime reason 


RARE EIGHTH WONDER 


Staff [from left: Steve Patrick, Oliver Norton, 
Jeff Stafford, Adrian Smith, Oliver Davies, 
Christopher Gage 

Crowning achievements: Donkey Kong Country 
1 & 2, Killer Instinct 

Leaving: Rare 

Moving to: Elghth wonder 








A brief history: Tne three engineers, two artists and one game designer worked at high- 
quality Nintendo developer Rare, where they contributed to the acclaimed SNES hit Donkey 
«ong Country, both Killer instinct games, and forthcoming N64 titles GoldenEye and Banjo- 
Kazoome. A deal with Sony has been struck to work on PlayStation software 

Reasons for move: The restrictions of working on a cartridge-based format and the urge to 
step nut of Rare's shadow. A desire to move away from formulale sequels and concepts |5 
also likely 


sell, | think many small developers probably see things 
in much the same way; sales should be a reflection of 
the game rather than vice versa.’ 

‘lf you look at the companies that proliferate this 
industry you'll see a great number of owners that have 
forgotten or never knew what it is to make a fun game,’ 
says lon Storm's Todd Porter. ‘They are all looking at 
formulas, as if this can somehow be a crystal ball to the 
future, They see Myst, Warcraft, Diablo or Quake and 
they think, Hey, if we do games like that then we too 
will be profitable.’ 

Little wonder that independents such as David 
Braben's Frontier Developments are considering funding 
projects themselves until near completion, and only 
then looking for a publisher willing to bring the game 
to market. While such a working method should 
guarantee more ariginality, and purer (ie less 
influenced by marketing men) saítware, it's beyond 
the means of most development teams. Instead, the 
many new developers must struggle to find a publisher 
willing to brave the risks and costs associated with 
external development, 

Oliver Davies again: 'I think that the industry is as 
equally able to support external development teams as 
it has been consistently able to support the larger 
developers. If the market expands then we'll see more 
and more external development teams, but, should the 
market contract, then small external development teams 
will probably feel the bite first. | think that what an 
external development team can offer over an internal 
team is heavily dependent upon the team in question.' 

As for the recent proliferation of new development 
houses, Davies sees it as part of a cycle, but also 
believes that there's a cumulative effect here. 'People 
see that it can be done and decide to have a go 
themselves which, in turn, inspires other people ta 
make the leap.’ 

5o is this really the birth of a brave new ега? ‘| hope 
so, says Chris Roberts. '| said four or five years ago 
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that the studio model was going to go away, and | think 
eventually it ll happen. 

John Romero has a different view, ‘The recent 
period of conglomeration in the industry has 
disillusioned some of the designers at the companies 
who were acquired. This leads to fragmentation and is a 
natural part of the overall cycle. The same thing will 
happen again, but not for a few years.’ 

There does, however, seem to be a general 
consensus concerning the best environment for creating 
videogames. With even Chris Roberts, one of the 
highest-profile leaders of large teams, getting back to 
basics, the five-man team looks like becoming the norm 
again. ‘You can turn a motorcycle around easier than à 
plane,’ says Tom Hall with smile. ‘You can have lots of 
artists, but the design team must be small to keep 
things under control, or the project will slow down 
under its own weight and bureaucracy.’ 

‘it's about having a small group of people going 
down the pub brainstorming together rather than sitting 
in a corporate boardroom all day arguing,’ believes: 
Mucky Foot's Mike Diskett. And it's hard to argue with 
the logic that the vision of a select, experienced few — 
or even a single talented designer — will produce more 
individual and experimental results. Game design by 
committee just doesn't work, as the end result will 
always be a weak ебине, a аске middle 
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argument that the Buy is une able to support 
external development teams with their more efficient, 
and therefore less expensive, development budgets, 
there is the danger that the rate at which new teams 
are appearing will simply saturate the market. 

Peter Molyneux is cautious about the aftereffects of 
the current climate, '| do start to wonder where all 
these games are going to go and who's going to publish 
them. Because | know of 20 new start-up development 
groups, all of which have the same ideas, all of which 
are saying exactly what I'm saying = which is that we're 
going to produce the best games, the most original 
games, the best technical games — and you just think, 
well, there were only a handful of successful games last 
year, for all these new groups to develop those it's 
going to be tough.’ 

What this is likely to mean is that the countless 
smail teams on both sides of the Atlantic will feel the 
Squeeze most, as the new breed of high-profile 
independents bag the best deals and take the lion's 
share of publishers' external development budgets. The 
lesser-known teams will have to gain a strong 
reputation pretty fast, as newcomer VIS Interactive 
(currently working on Earthworm Jim 3D for Interplay — 
see E47) has done, or face a future handling 


- conversion work in a bid to stay afloat. 





Digital Anvil also boasts filmmaker Robert puc among Its ds The director 
_of ‘Desperado’ and ‘From Dusk Till Dawn' may seem an a, copine for і 
involvement in a development outfit, but he's actually known Chris Roberts for аўо 
five years. Soc SEM MM do м» fo com н ght 
bad idea to have him on board as a company со have оте 
more experience on that side than us, explains Chris «m 
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5 VP рон ‘conquest (again, a working name only) that'll provide Digital 
Anvil with its debut title. True 3D and a science-fiction scenario again figure, but with 
"the player in control of a whole fleet rather than a single craft. Strong strategy 


` elements will also لس‎ In this unusual yor. та is that it'll look something. 
| 
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ae awaits a first босо ої Digital A АИГ 5 work with keen interest. 


From a publisher's point of view the likes of ton 
Storm, Lionhead, Mucky Foot and Eighth Wonder come 
with track records ta die for, making it easier for them 
to bring more daring and non-market-led titles to 
gamers, All the teams featured here understand the 
need to balance strong leadership with team input; 
realise that bigger games don't necessarily require 
hordes of programmers artists and designers; and 
have the experience necessary to create truly creative 
games while still appeasing the ever-conservative 
marketing departments. 

But even for the teams boasting that magical 
combination of industry muscle and hard-gained 
knowledge, there's the ever-present danger that money, 
expansion and publisher pressure could see them 
become what they sought to get away from. In which 
case, John Romero's prediction that the cycle will 
continue to repeat will be proved right. At which point, = 
Edge will be there once again to examine the rise € 
of the new breed. 
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Later levels see the introduction of 
heavier artillery such as grenade 
launchers (top). However, these are 
no match for the Soviet tank (above) 
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of the game is adjusta! 
can be Sa and numerous 
1cluding a Turok-like 


claim's title) and a 


Almost every aspect Ne = normal or 
widescreen as spe at ratios 
control cont gurations applied, 
setting (handy for those familiar eis Ас 
ol whic players to hold a 

one controlling Bond's movements, 
aiming duties. The п this isn't the 
1 persevering 


vantages over the single 


CONT 
hand - 


gua! Pw h requires 
Айан ği 
most intuitive ороог Je ts wo 
fers certair 


controller System 


Jy 


with as it 


level, 


the player starts off w 
soldiers and 


At the beginning of a 
Bond's trusty Walther PPK, а 
collecting their weapons soon provides access to more 
ded artillery, such as machine guns, grenade 
launchers, hotguns 


env for this 


Furthermore - and 

game - Rare has included a 

would not ted from à 
ch is the ability to ho 


survival tect 


mines, and si 
type ої 
if features which 
one of whi 


hand - an essential 


couple { De expec 


movie licence, id a gun In 


eacn some of 


ы T 


Tuque im 
the later levels. Running down one of the corridors 

| Russian Klobb SUD- 
machine guns Spraying enemy guards with bullets is one 
of the game's many supremely satisfying moments. 


Siberian computer base with two 






EDGE AUGUST 1997 





The 18 standard levels offer a diversity of scenery, from snowbound sections (left) to more conventional scenes 





(right). Such variation within the limitations of a 96Mbit cartridge is ample testament to Rare's design skills 





The game s other novel t 


on potential targets when using the sniper rifle (one of the 
first weapons available), which allows the playe 
neutralise opponents quietly and efficiently from 

hundreds of metres away. This feature is particularly 


impressive when it is used to take out the soldiers 


patrolling the guard towers on the dam at the end of the 
first mission, their utter helplessness underlining the 
beauty of such a form of attack 

However, what stands out most about GoldenEye ts 


the depth of its atmosphere, The realistic setting 


= 


remarkably well-animated characters and interactive 


backgrounds combine to create a genuine sense of being 


there' which is rarely experienced in a videogame, Bullet 
holes pepper walls after frantic battle scenes, lights c 


snot out. shrapnel Dreaks пгагоу WindOWS. STOKE 

lingers momentarily after explosions, hats сап be shot ofi 
enemies' heads, and characters react different 
depending on where they re hit - Shoot them in the head 
tor example, and they go down immediately, but more 


ers can inflict harm on limDs several times 


n addition, enemy soldiers are particularly intelligent 
moving swiftly into any area where they sense gunfire 
action is afoot. Stealth is therefore advisable in order to 
м profile, which means that security cameras 
should be destroyed before they set off an alarm 
isually closely followed by an entire platoon of 
int on putting a stop to Bond's antics 

The soldiers also react differently — some roll along 
the ground while continuing to shoot, others crouch or 


come running towards their target. Edge was particularly 
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The multiplayer option pa lack the 


oneplayer game's graphical detail, 
but playability remains fantastic 


ENEMY SOLDIERS REACT DIFFERENTLY - SOME ROLL ALONG 
THE GROUND WHILE CONTINUING TO SHOOT, OTHERS 
CROUCH OR COME RUNNING TOWARDS THEIR TARGET 
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All of the enemy soldiers are realistically texture mapped and motion captured and react 
differently depending on where they're shot and the weapon used to terminate their existence 





The scenery is totally interactive - 
just about anything that could be 
shot in real lite can be shot here 
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Bond's watch doubles as the option 
screen (top) and as a useful gadget 
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GoldenEye's scenery is extremely one as mae pcan regan! Ayang pung payan the sense of 


truly existing within this world. Even 


each mission happen in realtime 





@ stages should keep most players occupied for a 


substantial amount of time, and completing the game in 
the hardest difficulty level reveals two extra scenarios 
Further bonuses include extra weapons such as a 
Magnum, which can shoot through doors апо ~ if the 
player can successfully line them up - will go througn four 
soldiers before it runs out of steam 

As if all of this wasn't enough, Rare has included a 
hugely addictive multiplayer option to tempt two, three o! 
four players away from the main game. There are five 


scenarios here, ranging from a straightforward 


deat atch to scenes inspired by films such as “You Only 
Live TWICE , where players Nave Only two lives; ine Man 
With the Golden Gur Which one nm Trom eponymous 
yeapon proves instantly fatal’ and Thi 1g Daylights 
essentially a Nag tag game 









After choosing a game type, players have to select a 
character from an impressive list featuring not only all af 
e Dut some infamous 


m oe mds du med hs dani m o — ed ll] гу pag paga 
Bond adversaries such as Jaws and Oddiob. Players can 


the individuals featured in GoldenEy 


also form teams so that two players take on the other 


two, or individuals in a confident mood can take on three 


ы 


Further reinforcing Rare' s reputation as the strongest 





players singlehandedly 
independent N64 developer, Goldeneye slips the player 
nto James Bond's hand-stitched leather shoes but 


fortunately discards with the tedium of those seemingly 
Я { 


nterminable Mié lectures, it's a game sure to leave : 
players shaken and most definitely stirred. 


Edge rating: | 
Nine out of ten 


The variety offered by the 18 míssions sees prospective secret agents undertaking missions set in underground 
Russian missile bases (left) and Siberia, neutralising satellite links (right), realised with extraordinary graphics 





Release: July (Jap)/August (US) 
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Time Crisi 











Enemy troops often take cover 
behind metal shields, making it 
more difficult to shoot them 
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Namco's spot-on arcade conversion is an exuberent celebration of on-rails shoot 'em 
up mayhem. Predictably, the screen is constantly awash with bullet-fodder baddies 


ust when it looked like the on-rails shoot ет up 
might be about to be consigned to history, Sega 
announced its House of the Dead coin-op апа 
the genre suddenly became hot news again. This situation 
is bound to De accentuated by the releas : 
But can the game compete їп an arena previousiy 


dominated by one name: Virtua Cop? 


There are. of course. a number of elements that 
differentiate Time Crisis from the seminal AN 


Most obviously, here the player can take cover behind 
various objects and so is not constantly in the line of fire 
in fact, the only way to get out of cover is to keep the red 
action button near the end of the gun barrel Seed 
down, which means the player is always in the thick i 
things but rests and reloads in a safe position. This can be 
reversed |n the option screen so the button has to be 
pressed in order to take cover 
This system is detinitely preferable and more realistic 

the one used in Virtua Cop, in that it allows the player 
brief respites during which ne can pause to consider the 
carnage without escaping the action for too long (each 
section has to be completed within à very strict time 
limit). It also means that the gun can be trained at a point 
on the screen while reloading takes place (as Opposed to 
the Virtua Cop approach where you nad to shoot below 
the screen to reload), thus cutting down on the 
microseconds of disorientation that occur when attention 
I5 taken away from the screen 

Unfortunately, though, some of the intricacies that 
AM? introduced to the genre are lost here. There are no 
gulle PE civilians running about the place trying to get 
shot, which removes an entire level of skill and 
ccordinatio n from the proceedings - as does the lack of 


such nuances as ‘mercy shots and legal shots’. In Time 


Crisis, then, pin-point accuracy and target identification 


are not quite as Important as sheer, instinctive speed 

Aside from these subtle yet fundamental differences, 
rime Crisis is pretty much gun-game business as usual 
Enemies fly out from doorways, from behind barrels, from 
parked cars, from under counters, and the player plugs 
away at them, taking care to erminate the Ones 
carrying rocket laun shire and а des first. Behind it all 
there's a familiar plot (in this e, girl gets К абраи рү 

criminal syndicate, boy infiltrates criminal syndicate, Doy 

gets girl), and there are even a D great end-of-level 
posses for good measure. 

That's not to say that Time Crisis |s mundane - fat 
from it. it's like a Hollywood action blockbuster - you 
know exactly what to expect and the experience is likely 


adii 
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The levels all work well as large 3D environments, 
despite the on-rails nature of lightgun gameplay 
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Visual diversity 15 one of the game's key strengths. 
Towers, arcades and pu suites all crop up 





to be about as deep as a Spice Girls lyric, but it works 


ung quite compares with the visc 
ut enemies one Dy one 
charge, roll and jump across tne screen - especially as 
their bodies twitch, shudder and spin with every bullet 

that hits them. The sense of excitement is heignteneg Dy 


ле range ot baddies, as well as the arsenal of weapons 


they have at their disposal - machine guns, knives 
grenades and claws ail come into рау. {е өп. E гле 
yer to кеер a sharp eye on every inch of the Screen 


рау ы“ ы ы 


n order to spot the most deadly attack before it happens 
Пё result 15 an exhilarsting Celebration oT raw, 
videogame action 


In terms of visuals, as well as gameplay, this Is a first- 


& 


lass conversion. There are two Standard stages (each 





ESTSCREEN 


made up of Several areas), The first is a straight port of 
the arcade experience, but the second presents an 
entirely new hotel complex for PlayStation owners to 

bulldoze through. Each stage is chock-full of detail, and 
every possible combat set-piece is explored - in just one 
room, enemies burst out from behind paintings, absel 
from the roof and then lurk in the darkness of an 
nterconnecting chamber, lit up only by the flash of 
guntire. Elsewhere, the on-screen character dives through 
an air vent into a warehouse full of ninjas, batties it out up 
staircases and through corridors, crashes over walls into 
gardens full of machine gun-toting crooks, ducks behind а 
grand piano in the hotel ballroom, and gets emorolied in 
dozens of other outlandish situations. Inter ainsi the 
ocations make full use of depth and perspective - 
baddies often appear on warehouse floors way below the 
player or on overhead walkways in the far distance - 50 
there is always a Sense that three dimensions are 
involved, despite the simple амдын Чар gameplay 

And, of Course, теге are a number of places where 

the quality of the player's performance dictates where the 
on-screen character heads next, providing її 
to try again even if the arcade version has previously 
А 


uel + Li | Li E 1 = | gums - Li 
jeen arrempted or me Playstat ian version Completed 


کے 
= 

Ch. 

pap 





= Dullding EI rescendo 
action-packed scenario. Eac 


751 Dri [ 
gun-toting thrills. Despite its Sir 





screen with surround sound = rs ат least equal to 


AM2's efforts. A definitive arcade experience 


Edge rating: | 
Eight out of ten 
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Attack can come from | 
above or below, 
heightening the 3D feel | 











The player's route through the Hotel 
(above) is governed by his skill 
with the excellent Guncon (top) 








A shoot ‘em up wouldn't be complete without bosses, and Time Crisis has plenty, including (from left) claw-toting ninjas, a knife-throwing ginger-haired 
deer eis an insect-like armoured car and a character named ‘Web Spinner’, who could easily be mistaken for Keith out of The Prodigy in a gas mask 


Format PlayStation | Publisher 


Developer In-house 


Namco 


Г Price. ¥7,800 (£45) | 


Release Out now (Japan) 
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X-COM: Apocalypse 
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Before each tactical mission agents 
can be split into squads, which can 
then be controlled as a single unit 
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As with the previous X-COM games, Apocalypse is split into two sections. Above is the Cityscape, where 


players decide their strategies. In the tactical mission section (left), agents fight the aliens at 





ICroProse 5 UFO; Enemy Unknown (released as 
X-COM: Enemy Unknown in the US) was one of 
those games that pops up, seemingly out of 


and almost overnight becomes a classic. Set at 





Г LE TI J 
oawherg 


the turn of the century during a wave of UFO sightings, its 


plot centred on à top-secret multinationa! organisation 


called "X-COM", As the overall commander of this group, it 


was your job to investigate the UFOs and protect the 
Earth from any threat they posed 

Although it could hardly be described as visually 
stunning, Enemy Unknown was a triumph of gameplay 


over gloss, skilfully combining strategy and tactical 


combat into a seamless, remarkably addictive whole, and 


it quickly became a пире seller 


Of course, few successful games go without a sequel, 


and Enemy Unknown was no exception. The result was 
X-COM: Terror From The Deep, which advanced the story 


-quarters 





by 40 years, to a time when another alien menace faced 
the Earth. Although appreciated Dy many aficionados of 
the original game, Terror From The Deep suffered from 
e fact that it was based on exactiy the same game 


engine as Enemy Unknown. It was also very, very tough to 


complete 


wnich hardly heipeg matters 
ucroProse and Mythos Games have retumed 


wtth a third instalment of the X-COM saga, featuring a 


compietely new game engine апо yet another alien 
геа. | resuit 15 опе oT ING DEST strategy games ever 


X-COM: Apocalypse is set another four decades or so 
on from Terror From The Deep, in the year 2084. The 
Earth's environment, already reeling from the damage 
nflicted on it throughout the 20th century, has all but 
collapsed in the wake of the second allen invasion, 
eaving much of the planet uninhabitable, However, 
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Apocalypse features a vast array of equipment. Initially 





yers have access to the technology captured in the 


previous invasions, but as the game progresses it's possible to use the new aliens’ technology against them 





technology has made huge leaps forward as a result of 
tne two alien wars, allowing humanity to colonise the 
stars. A lone outpost is left on Earth in the form of a vast 
city called Mega-Primus 

As the game begins, though, inexplicable dimensional 
rifts have started to appear in the EE us 
megalopolis, through which strange new UFOs are 


appearing. The city government has increased f 
X-COM, and once again it's up to the player, as the 
organisation" û commander, 10 discOVer ko what 
these new aliens intentions are and thwart them 

Like the previous X-COM games, Apocalypse 15 in fact 
two games in one, interlinked so that Success in опе |5 
transferred to the other. The first is the Cityscape, which 

forms the strategic backbone of the game. Here the 

player builds and develop X-COM, hiring new staff, 
training agents and equipping vehicles, constructing and 
expanding X-COM s bases around tne city, researching 
and manufacturing new technol n and attempting to 
protect the city from UFO incursion 

When the player shoots down a UFC О, uncovers alien 
Infiltrators or is alerted to the presence of aliens 
somewnere in the city, agents can be sent in, at which 
point the action switches tc the secon J game, a tactica 
combat simulation іп үлеп {FOODS are 
efforts to kill or capture the invaders. Success allows the 
recovery of aliens (dead or alive), together with their 
weapons an Then, when the player returns 
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Controved im their 


d equipment. The 

to the Cityscape, scientists can be put to work 

researching them and their technology. Through this 

process the player gradually comes to learn more about 

the aliens, which in turn leads to the discovery of a means 

to stop them and makes it possible to s 

advanced technology against them 

X-COM: Apocalypse |5 effectively a blueprint for 

reating a great follow-up to a successful game. First, the 

designers have clearly identified the key elements tnat 

gave the original title and its first sequel their huge 

appeal. On top of this basic framework they have 

constructed a new game engine from the ground up, 

which has allowed them to expand almost every aspect of 

the game and incorporate dozens of new ideas 

Perhaps the single biggest change lies in the tactical 

combat sections, which can now be played in either a 

turn-based mode, similar to the origina! games, or in 

realtime. it would not be an overstatement to say that tnis 

new realtime system is one of the best tactical combat 
ver designed, offering all the advantages of 


tart turning their 


3 
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lat PC Publisher: 


Developer 


Mythos Games Price: 


realtime over turn-based systems without sacrificing any 
tactical detail 

But this is far from the only addition to the game 
There's not a single aspect of the original that hasn't been 
expanded, tweaked, and added to in numerous ways. 
Combine this with the new realtime system, the incredible 
depth and scope of the gameplay, a whole range of new 
ideas and the same core appeal as the previous titles, and 
the result is à Strategic masterpiece. 

X-COM Apocalypse is an al Dsolutely essential 
purchase for anyone who played and enjoyed either of 
the previous games. Equally importantly, it is just as 
highly recommended for newcomers to the series = 
A landmark strategy title, then 


Edge rating: 
Nine out of ten 
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Like its predecessor. eroe ih. ori sco 
online UFOpedia contains details i 
equipment and weapons available 
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Although initially the aliens are relatively cautious, their мра become more vicious and 


— — 


MicroProse | 
£45 Release. August 


game progresses. Keeping pace with their changing strategies is absolutely crucial 
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Yuke Yuke Trouble Makers 
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The crux of gameplay requires players to grab all manner of objects, including the head of this 
bizarre giant block robot (above). The N64 gets a more thorough workout elsewhere (top right) 
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ere is a definite retro fee 
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. = | alba ign, m i ka md um m ap o ары ў mi ра la am ma la mode ———— еа я A ўр = 
T initially sits uneasily witn its Status as a ygon-pusning it makes up тог iaginiation. What 
2 t initially seems пке итеп gameplay SOON opens out Into 





dedicated Né4 title. While obviously the | [ J О 
predominantly 2D graphics are а reminder of a bygone an engrossing experience as the Treasure team explores 


age, its the totally surreal gameplay, weird characters countless original variations on the platform game theme 
and inane muzak that truly takes the player Dack to thi : stage offers a new challenge to the 
ikes classic 16bit tities such as Geomon and Yoshi's player, and many require досл manual dexterity апа 
гапа. Thi$ is platiorm action as It used to be, with timed- puzzie-so!ving skills 

to-perfection jumps, collectable power-ups and bosses Yuke Yuke Trouble Makers may not go down in history 
whose weak points require patience to expose. Witn as a classic N64 game = it wouldn t look Out of place on 


these elements come demands for old skills such as pin- the Saturn, for example, minus some of its more 
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point acci d resilience in the face of seemingly extravagant graphical fancies - Dut It goes a great 


NT Р > “тш =ч" ^ дл PS SUAE р ak slam mes 
LA distance in proving that a пеауу polygon count does not 
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Treasure has hardly ignored the Né4's abilities, either necessarily make for an enjoyable game. Certainly, as an 


The jf Just about every nfuriating reminder от how gameplay used to be before 
Dutton grab, jump апо muti- трех 30 polygon worlds became compulsory Я 
direct to De mastered il (whatever the cost to gameplay), look по further 


ackeround and boss effects to Edge rating: 
64bit tecnnology is bei it to work here Eight out of ten 








The sheer variety of gameplay twists is bewildering. The game is due to hit the west under the moniker 
of Mischief Makers, although heaven knows how its unique Japanese individuality will be received 





Developer: Treasure Price | Release Out now Шарап) 
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There's not a great deal of combat in Atlantis - the gameplay is more concerned with eS eee finding 
ен. ng du ust as impressive as in the of the game 


clues, and so on - but when fights do occur, the 
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nfortunately, while visually glorious, Cryo's 
previous graphical adventure efforts (Dragon 


rather disappointingly on the gamepiay front. Despite this 
apart from a couple of Stabs at the racing game genre 
WA ТП M 


TER grace ] ПО z^ | rit} r d^ STUCK Mtn tha anventure 


format through thick and thin, and its latest title, Affantis 
i& no exception 

The game is set in the heyday of the mythical land of 
the title, and casts the player as Seth, a new member of 


LP 

the Queen's Companions, an elite group dedicated to 
serving and protecting the queen of tne island 

As with all of Cryo's adventure games, Atlantis's 
graphics are immediately striking. This time, though, tne 
designers have outdone themselves. The rendered intra 
sequence that depicts the player 5 arrival at the Roya 
Palace flows seamlessly into the rendered 3D 
environment of the game itself, and, unlike the confines 
OT Myst, wher standing Stil in an Atvantis location tne 
player сап move thé mouse around to pan over tne 

When a gold arrow appears in the centre of the 
screen, the player can CIICK to move In that direction, 
cueing anotner excellent rendered sequence which 
ushers in the next location 

Fortunately. ail this visual Splendour ts Dacked up Dy a 
pleasantly simple interface that takes seconds to pick up 


and an«nteresting plot involving the disappearance of the 


Format PC 


Publisher 


” = d = в j: Poma s F jes. "d T p 
jueen and the player's efforts to discover her fate. The 


pr 
ong while = a playable, atmospheric, and fairly engaging 
adventure game with a state-of-the-art prerendered 
graphics system 

Atlantis is not without significant problems, though. Its 
plot is fairly linear, carrying the player along with the story 


and denying much freedom for long periods. Even when à 


crucial decision or puzzie 15 reached, tailure normally 
results in a Game Over message and the action restarts 


a scene or so before the critical moment. While this does 


i 
tim 


mean that players won't get halfway through the game 


y to realise that they missed something vital at the 
5 


yenry Start, it also tends to make the correct choice fairly 
vious in many cases 
ihe епо result, then, i5 a rather gente adventure 


game that plays sometning like a less puzziing Düt better 
rue imd SAF eimi ы= а зг Гы! ига ыж ara rni 
IOOEITTE jaja IE ICA үү nore bellpyable = take Lu E 


oncept kicked off by Mysi 


For players Nankering after something a little less 
frantic than the typical 1997 PC release - and who car 
muster the patience to enjoy the game s relaxed 
atmosphere — Atlantis will provide many hours of 
enjoyment. INS Certainty not a game suited to 


2 абы 


mt 





tastes, but it successfully achieves its aims 


Six out of ten 





The graphics system works 
well, creating excellent MR 








The cuts between gameplay and 
prerendered scenes are so smooth 
that PC novices might not notice 
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The upgrade screen is a new 
addition to the Ballblazer canon. its 
presence is moderately diverting 
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The arenas in Ballblazer euni; are awash 
with neon icons, | and colours, which often 


makes it tough to see the goals, let alone hit them 
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I [ne classi Өй Speedos! series Quail 
inclusion, the Wipeout series another, w 
from the far-off Bbit days, is also fondly remembered 


The R = a | a ч ч” | = Se [m DL 
The concept behind the title was simplicity 


istius 
players, installed in vehicles called rototoils 
اا‎ ыз, Ji = ال‎ aria] ا‎ | Na? ا باع‎ ا٢!‎ us 


rushed around an arena chasing a plasmorb (a kind of 
гапу drawn to it, and tne player пао to then 

Score 
nis rival simply approached him and 


pressed the fire button to dislodge the ball from its 


)pponent's goal and attempt to 


magnetic grip and put it back into play. Despite the 
limitations of the FEMPCR the game was a lot of fun 
significantly 5 the twoplayer splitscreen mode 

| s this basic format but 


different kaagi 


ns retain 
of arena and 
d both 


"sir ia AN erbe gue TE. onm 
ne respects these innovations аге 





upgradeable: ships in an attempt to variety and 
Bm 


successiu Weapor 5, SUCN as missiles, сап De used то 


Stun opponents, Dut they also епа 


Developer 





Factor 5 PTICE 
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1 is often frenzied, 
wanes quickly 





plasmorb around from a 


distance — a tactic which a005 a 
skill ta the proceedings. Іп additior 


whoie new layer OF e 
earn rotofoil improvements at the end of 


the chance to 
| provides 
rounds in 
There are several problems, 


each matc! the motivation to 
to gall 
though. The ramps 


most oT the arenas 


keep ploughing 
through the arde: mare ponts 
D deci s апо Siopes Wwnicn now Crowd 
» irritating, detracting from the 
swishing about the 


can pro 


sneer pieasure o! 
vast open spaces of the original with 
T res visuals 
are also distracting witn bouts of prolonged play 
sometimes leading to nausea as the various | 
and messages blur past. While Wipeout's colour-sodden 
visuals were workable, here, in a fast-moving 
multidirectional environment, they 
Beneath the s 
addictiveness 


speed 


те opponent to Tocus оп. The garish n 


CONS, 5парезѕх 


Lar prove reoulsive 
urface, thougn, the fundamental 
of the original titie remains. The inherent 


and aggression of the gameplay are enoug! 
] [ 


Г pa maemunre hn om Г ч mum " 
most gamers поокео тог a while, and some will no doubt 
nnad themsse (Co Ш dy ng ir j ЕП me ег tire l ы dye 
5 5 
tournament to discover new arenas and tougne 


ompetitors. However, this is definitely an acquired taste 
o played the first Ba/lblazer will 
acquire it relatively easily, others will be left dizzied by the 


onfused y! the over-designed arenas and 


ould have been about = 
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and aithougn anyone wn 


visuals, c 


WOT eria what all the fuss c 
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Many of the arenas feature platforms, ramps and 
suchlike, but the flat areas are still the most fun 
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Hexen 64 


intendo 64 owners appeared to react well to Doom 44, Mid 

venture into the field of N64 firstperson shoot em ups. The reason was 

for this is simple: while the game did not offer players much in the way 
i new gaming experience per se, it did at least have completely novel level 


МОГ s department. Unfortunately, (Пё 


n filtering 


: player scenario 
his with jerky movement and 


and the NAA nicks up another worryi 


Edge rating: 


The original version's once-exquisite levels may appear intact in this 64bit 
translation, but N64 owners will feel cheated by the lack of expansion 


Develo jer In-house 
ielease: Out now (US) 
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ARCADEVIEW 





Ih classics like Our Run and Daytona 

USA already under its belt; И would 

have been раҳу lor AM? to 
ену churn cut Similar tikes (or an 

POT ly гае audience. However. obum BIN 





een Tomoye WAY TOT thee feasts 
Pontempaorary venues and ТШД 
backgrounds which have mhabited its previous 
{Пиз me neam n 
adrenaltine nisn a Completely different led 
mai change i aimction ms most 

тее ту e 1га ба BTE ED C 
Raid looks very much like à cross 


35 Chosen to Hive its S ez 


I LUTTE 
ПП Classic Akira апа Wipeout, wilt 
futuristic icans imine (Пе tracks and brash 
ceotourtul design throughout. The circuit 
themselves are also reminiscent or fni 
Psvenosis racer with hupi hills and drops 
repiacing the usual fiat urban setis 

The gameplay TOO represens a sni in 
гсп, Nor ОПР nos the АМ team pone for 
motarbikes instead of ЛЕ 
ore lyt different CY CIOS win varying aeri 
Dut try ve amo prought а ead Кау 
falling: Pamen Here payer T qu tO kic 
and punch other drivers via buttons of 
appear to the lett er ie handlebars, The oniy 
mobilem here, q5eems, 15 that the reals 
(аст physics So beloved or driving grammi 
Otaku have nad to be simplified to Tuko way 
tor the combat element 

By (he standards ol a traditionally 


|i Sports cars (here 
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ee 


conservative HEST team, Motor Raid is a 
Sean change Im Or AUN, and iwi pe 
interesting to 5ee now coin «op fans reget to 
Ihe gama. Also interesting i5 The fact Thot ing 
tile runs on Model 2 rather han Model 3 ~ а 
Sten cutter tat Ses ts keen m continue 
explonming older technology, or that Ii tech iir; 
(Maro generators) Such as Model 3 are still 
probibilivety expensive: Whatever ING case, a 


rasn а combat racers should be 
expected in Motor ВА s wake + 
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- a О Са facing games attempt bo 

NG іаст (he widest possible audience 
v * by olering d progressive, yet 
nevertheless accessible, Ситу level. This 15 
hbviousiy the case with Namig s Ridge Racer 
and Sega 5 Daytona USA - as well as making 
DENeCLACONONIC Serge, of Course 

Tàito, however, Nas ignored the lucrative 
pateritial of the mass market and aimed its 
latest com-op offering. Side by Side 2, wath its 
lone And technical ШК St aig at me 
seasoned racer who has presumably 
mastered the art of powerslhcdinp on previous 
examples of the gente 


aanak ы ни ie, re 
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from Taito to use its old technology before the 
titles using its new 3Dfx Wolf technology (see E43) 


L 





Four courses are offered, their background 
settings based on the seasons of the year, so 
(hal players start racing amang the sedate, 
blossám-ridden look of Spring, and progress 
through the other seasonal changes. to 
complete the game, thereby uncpvering the 
Obligatory ехіта track 

Like other recent racers, the game 
includes real ife vehicles Iram Japanese 
automobile gants such as Toyota, Nissan, 
Honda and Mazda 

Visually, the game's Иш use of colout 
nroves a stark contrast to Titles: such as Wave 
Racer, and playsburmy-wise it is Tar less 
immediate than Namco's title, otferimp a 
somewhat Tougher’, less intuitive nde. 

И spite of the lack OF oHpinality, Side by 
Side 2 Should nevertheless appeal to arcade 
racing fans, and despite its narrowed” target 
видеое it's bound to have its commercial 
Success guaranteed considering me | 
Car ЫЕ madness virent in mpan £ 
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Galler 


Eight months in development 
and still unfinished, Particle 
System's intro sequence to 
forthcoming title I-War is a 
breathtaking mix of cinema 
sci-fi and realistic physics. 
Although space scenes can 
look remarkably barren, the 
artists responsible here have 
spent weeks playing with 
lighting effects, shadowing 
and intricate detail to create 
an interesting visual. The 
most eye-catching effect, 
though, is the huge blue 
planet in the background of 
the main picture. ‘To achieve 
this realistic earth image,” 
note the artists, ‘the scene 
was split up into two 
elements. The background 
uses a modified NASA photo 
as a basis for a texture map 
applied to the planet. The 
foreground consists of the 
spaceships composed with 
lighting cues taken from the 
background element. We 
spent a lot of time 
experimenting with lighting 
the scenes to make sure we 
had the right atmosphere.’ 
From the evidence here, it 
would appear that they 

have succeeded 
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Edge dips into the world | once more, revealing the stunning 
work from the artists of a newly formed UK-based codeshop plus 
the efforts of the rapidly increasing band of Japanese exponents 
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Steve Stone 
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The themes that fascinate me are bio-technology, sex and terror.’ points out artist Steve Stone, who recently provided the box artwork for Gremlin's sci-fi 


fight shoot ‘em up, Sand Warriors, These diverse themes are more than evident in this startling collection of work which takes in the erotic bio-mechanical art 
of Giger and the diversity of Terry Gilliam — two of Stone's main influences. The former, however, is perhaps the most powerful inspiration for Stone's mix of 
spiritual (Buddha and the sphinx) and futuristic imagery. As he states, ‘The foundation in any artist's life comes out of one powerful encounter, and then you 
follow the trail. For me that was encountering the work of HR Giger. His work is summed up in two words: terror and beauty. These are usually two forces that 
are kept separate, but for me they are sisters. | have no interest in a pretty or quaint beauty.” It certainly shows 











EDGE AUGUST 1997 GALLERY 











ШИШИ 
Ф 

















-* 


GALLERY EDGE AUGUST 1997 








T T - " 
Ё Eate IT 


the likes of! 


Kab 






destined never to § 
of day outside of the 
breeding ground, Jap 
Guy Brave is of esu 
a PlayStation RPG from 
development house Axela 
featuring models chiefly 
inspired, it would seem, by the 
Japanese manga and anime 
'Gundam' series. 
| This image, which was put 
together without the use of a 
traditional 3D rendering 
package IS typical of Japanese 
game-piomotion artwork - both 
бс т and atmospheric. 
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These beautifully conceived and thoroughly lifelike images are of Maria, the eponymous star 
of Japanese developer Axela's recent PC interactive CGI movie. The title is currently being 
converted to the PlayStation, upon which it is certain to garner attention in the Far East. 











Ruined gothic buildings, rampaging knights, mist-laden 
cemetaries: these images from Square Soft's PlayStation title 
Final Fantasy Tactics capture the eerie atmosphere so often 
associated with RPG titles. The studied use of lighting and 
shadows accentuates this sinister aura. 
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DONIC Jom 
Sega's "new Sonic title for the Уайт is 
almost ready to roll, collecting all tour 16м! 
platformers and decorating them with a 3D 
“Sonic Word" front-end in which Sonic 
explores a world packed with trivia, video 
clips, soundtracks, and lush 32bit visuals 

White the package is not even 
attempling to be the true 52bit update lo Yup 
Naka's subliminal gameplay experience, it's 
SUNG to prove an лете гур nam, pump, ang 
spin down memory lane nevertheless 
especially with early adopters of Sega's 
seminal 1661 Mega Drive system 

The tour 16bit classics (Sonic the 
Hedgehog, Sann 


Knuckles) are just about Mega Urve-perfed, 


2 Sonic 3, and Sonic and 


and all can be enhanced with the Lock-On 
upgrade offered late in the series 

CO the four games, the onginal San 
offers perhaps the most solid (but 
nevertheless nostalgia-tinged?) play, while 
Sonic and Knuckles twoplayer mode proves 
in be an entertaining experience 

However, i's doubtful that many Satum 
owners out there will have no expenence of 
at least one 16bit Sone game, and to those 
there may not be much in Sere Jom to 


warrant interest, despite the admirtediy pretty 


SD sections and hotchpatch of bonus bits 








Ithough the number of old 
arcade games playable via 
free emulators now stands 
at around 150, most of the games 
emulated date from the earliest 
days of coin-op history. Making a 
major leap towards the present day, 
though, is Thierry Lescot's Sega 
System 16 Emulator, which 
currently plays five Sega coin-ops 
from the late-'80s era (Shadow 
Dancer, for example, was as recent 
as 1989), but which also has the 
framework in place to cope with 
many more (F-SWAT, Alien 
Syndrome, Bonanza Bros, etc). 
Sega really started to hit the big 








hen LucasArts released 
Ballblazer, the company was at 
= its Банш nadir, producing 
interesting and unusual games at a swift 
rate. Space actioner Rescue on Frictalus 
and surreal adventure The Eidolon were 
ts stablemates, each inventing its own 
rules, confirming to no preset genres. 
Baliblazer, in its 1985 fom, could 
never happen now, With one arena and 
only one craft, the game lacks the huge 
vanety of óptións which charactense 
software nowadays (see, for example, 
the range of choices available in 88 
Champions, p86). But the pure, fast and 
frantic gameplay = a sa fi mix of football 
and air hockey — struck a chord with a 
mid- 80s audience tinng of flick-screen 
platlarmers and poor arcade conversions 
Plus, its twoplayer splitscreen aption, like 
those of Pit Stop I! and Spy vs Spy, added 
a confrontational mode of play which 
accounted for the game's populanty 
In playing Ballblazer today its diicult 
to abjectively assess the impact the 
game made when it was first released 
The sci-fi sports sim i still around, of 
course, but has almost become a 
tiresome parody of itself. 
[weke years ago, all it took to invent 
a new sport was a chequerboard, à 
magnetic ball and two ultra-fast vehicles 
How much have gamers truly gained in 
the mtenm? 


ште in the 80s, with games 
featuring colourful graphics coupled 
with simple, addictive gameplay that 
sucked up 10p preces in their 
millions, and paid for the hydraulic 
projects that followed (Space 
Harrier, Out Run, Afterburner, etc). 

With the exception of Time 
Scanner, а likeable and inventive 
pinball simulation, all the games 
here play in much the same 
manner. 5hinobi and its sequel 
Shadow Dancer give the player 
weapons and feature platforms, 
whereas Golden Ave and Altered 
Beast are more straightforward in 
gameplay terms. 





System 16 emulates (from left) Altered Beast, Golden Axe, Shinobi, Shadow Dancer and 
e Scanner - although the latter title requires users to turn their monitors on their sides 
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“Developer: m house 


Shinobi is definitely the best of 
the bunch, stealing gameplay ideas 
from Namco's Rolling Thunder and 
presenting them in a chop-socky 


environment whose slick playability, 


level designs and bosses make for 
an extremely addictive game 

The emulation of every game is 
impressive, though, and extremely 
promising for the future (although 
financial canstraints on the author 


NUT 
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have placed the development of 
the emulator itself in considerable 
doubt). Though gamers will need a 
heftier PC than for most of the 
other arcade emulators, an entry- 
level P100 will still provide full 
speed, sound and joystick support 
for most games 

Visit http://www.xs4Aall.nl/ 
Ob 7Edelite/ to download this ee 
impressive emulator, 
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Virtually Unllmited's 3DCM demo reveais the kind of 


Virtually Unlimited is also keen to stress the flexibility of 
the technology. For example, 3DGM uses a layered structure, 
like Direct 3D, which offers both a ‘retained’ mode (for 
maximum simplicity) and an ‘immediate’ mode. The latter 
allows programmers to customise the 3D engine at a low 
level with their own code — potentially enabling them to 


Softimage part deux 


ith a decade at the leading edge of 3D animation 
w behind it, Softimage is touting Digital Studio as its 


architecture for the next ten years. The product is 
currently in its final beta cycle and is slated for an NT release 
in September. The inital version is targeted at the high-end 
and non-linear editing market, with a more ‘games friendly’ 
edition following soon after. No decision has yet been made 
on an IRIX version, though if SG's Octane unit is successful, 
that situation could soon change. 

'One of the main goals of Digital Studio is to make the 
tools and the media types inconsequential to the creative 
mind of the content producer,’ company chief Daniel 
Langlois has been quoted as saying, ‘it's like being in one 
big room where you can reach up on a shelf and grab 
whatever digital media tool you need - paint brush, special 
effects filter, animation tool — and simply apply it to images, 
audio, 3D scenes, whatever, without thinking about what 
software you're using or what media you're handling’ 

While many muttered darkly about Microsoft's acquisition 
of the company, it is doubtful whether Softlmage would have 











increase its palygon-pushing performance. (Using retained 
mode is usually slower as it deals with shaded shapes rather 
than raw polygons.) An added bonus is that 3DGM 1s 
compatible with 3Df's Voodoo chipset, with the result that 
any game developed using the package is able to call on a 
huge range of effects. 

Whether 3DGM will be able to find a substantial, secure 
market is open to question, though. Both Direct3D and 
3Db's own Glide API offer the basics of a 3D engine for 
programmers to work on, and it is possible that 3DGM will 
simply add an extra layer of administration that slows games 
down. However, if the product offers a level of performance 
to match its ease of use, it could be the answer for 
developers who either don't have the resources to develop 
their own engines or wish to avoid the substantial risks in 
terms of time and expense which are inherent in the 
process. Until now, that is... 

Places to visit: 


The JOGA demo shown ebove, ai well ax other information about 


Virtually Unlimited. can be found an the company s website at 


http-/ www .virtually3Sd.com 





managed to pull aff D5 in quite the same manner without 
Bill Gates' outfit. The relationship has yielded other benefits, 
too. For example, Softlmage's level of access to the code of 
the NT OS undoubtedly helped it in effectively porting most 
of its current range to NT (doubling sales as a result), and 
feedback channelled to Microsoft via Softimage from the 
leading games houses has helped mould forthcoming 
versions of Microsoft's DirectX APIs. 

With these well-established links, the company has 
become adept at forecasting trends in the games field, and 
Langlois provides an intriguing hint of the shape of things to 
come: "The thing that will be interesting to see is that in 
game evolutions, especially in the PC field, people are 
starting to allow consumers to actually create their own 
animations and create their own models. One of the things 
that we want to make sure of is that we're going to have а 
way to support actually packaged behaviours with models. 
Packaged behaviour will include animation, type of action and 
reaction depending on circumstances, specifically for this new 
generation of game, and | think that that's what we're going 
to see. People are looking for new ways to get interested, 
and one of the ways is to participate in the game themselves 
by creating new levels. We're actually going to provide tools 
for the people creating that content so they can deliver 
models that can be changed by consumers.’ 

Langlois’ reasoning is that PC developers have to think 
carefully about what they can do to differentiate themselves 
from what is on offer on dedicated platforms. Given the 
success of games like Quake, its certainly a compelling 
argument. He has other predictions as well — for example, 
that NURBS will become a consumer product in much the 
same way that polygons are now, and that 3D will be 
compressed over the Internet and rendered on the fly on 
domestic machines. Whatever happens, though, the 
company's hope is that Digital Studio's open architecture will 
allow it to successfully track the market's evolution 
over the next ten years. = 
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FROM THE 
LION'S MOUTH 


Peter Molyneux, former Bullfrog 
supremo and now head of 

Lionhead, reports for Edge from 
his first E3 as a new developer... 


As any new developer will teli 
you, ЕЗ la a mixed blessing - on 
one hand you're excited about 
what you're going to see, but on 
the other you're scared that 
other people's games are going 
to blow your own stuff away. 
While everyone was glibiy 
saying that their new product 
would be runnable on the next 
generation of sccelerstor cards, 
what they didn't seam to realise 
was that each time а new card 
comes out for the PC, It's the 
equivalent to the release of a 
new machine. The only 
theoretical bridge between those 
Is Directx. unfortunately, a lot of 
developers | spoke to were 
talking about the features of a 
uter certi u 
bypassing ali the support that 
DirectX can offer, so It's 
display, but for me, still a sad 
lack of original concepts, 
on show, but | couldn't help 
going to make money. There 
seemed to be sequel after sequal 
people don't seem to realise is 
games зей, so tities Пке Sim City, 
must account for a 
of sales. PC tities with that kind. 
of potential included Hasbro's 
Heads, Bungee' в Myth, and, now 
Im no longer at Bullfrog, 
Populous: The Third Coming. 
On the console side, my 
overriding impression was that а 
lot of peopie were spending a lot 
of money that they didn't have, 
and that you had to respect 
companies like EA for producing. 
so mary great products. As a 
developer | felt very scared by 
the amount thet graphics have 
leapt forward in the past year, 
but excited to see that there are 
still masses of opportunities. 
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J n E47 it was revealet diat the Макар 
M2 console project had been cancelled, 
claiming that Edge had received news of the 
cancellation at the end of May 1997. But on June 
11 1997 Matsushita Japan issued an official 
statement denying Japanese press reports that it 
was scrapping the M2 home console project. The 
statement declared that the system is ready and 
that ten games have already been completed. It 
went on to imply that only the commercialisation 
of the system had been delayed. 

Matsushita's statement came in the wake of a 
story in Japanese industrial daily the Nihon Kogyo 
Shimbun, which claimed the machine was to be 
scrapped and that Matsushita was to shut down 
its home console wing. The story also claimed 
that Matsushita realised that M2's competition 
would be too tough. 

Could the news of the M2 cancellation in E47 
be wrong? When a couple of weeks after Edge 
received news of the M2 cancellation, Matsushita 
issued a statement contradicting this. Could it be 
that the M2 project has not been cancelled, but 
delayed to make the M2-based box more 
powerful? Matsushita could add more RAM, speed 
up the processor, etc, so that it can be released in 
about a year's time and fight the PlayStation 2 
and Saturn 2? E47 did reveal it had heard 
rumours that Matsushita was working on a 
console, with higher specifications than M2, 
which included DVD and Internet connectivity. 
Could this be the M2 hardware getting a power- 
up? If not the M2 hardware could it be the M3? 

А Matsushita merger with Sega could be 
another possible reason for the M2 delay, so that 
Sega can provide M2 with software. 

Osman Ahmed, 

Woking, Surrey 
Don't be mislead by postings on the Internet. 
Most rumours about the demise of the M2 project 
have emanated from gossiping developers, but 
Edge's confirmation of the cancellation came 
from sources directly involved with the 
development of the console itself. Because an M2 
launch was never officially announced in Japan, 
Matsushita's official company line is one of 
playing down an abandoned project and 
preferring instead ta use the term 'delayed'. This 
strategy is likely to have been chosen so that 
confidence in a future Matsushita videogaming 
initiative isn't weakened. 

M2 as it currently stands, though, has been 
scrapped and a future project is more likely to be 
borne out of the experience gleaned from the 
project, rather than simply turning up the E 
heat on existing technology. 





Raging racer 
n June 13, when Rage Racer was released, | 
was one of the first in line to buy a copy. 
The game had everything | hoped for (Wipeout 


2097 on wheels!), featuring stunning speed 
combined with mean courses and bags of 
atmosphere - not to mention the eon 
cars. | am completely hooked. 

While queuing up for the game, | saw the : 
demo of Rage Racer being played next to another 
screen showing Super Mario Kart 64 (released the 
same day), which was also on rolling demo. The 
Nintendo game looked so pathetic in comparison 
it was laughable, with barren courses and slow 
cartoon-style graphics. The only thing going for it 
is its multiplayer facility (although, | must ask, how 
easy is it to drive when looking at stamp-sized 
screens?). The game itself has not progressed 
since the SNES version, except perhaps with its 
multiplayer options and the ability to drive 
through tunnels (steady on, Nintendo, don't risk 
overdoing it). 

Do you really need a 64bit machine to achieve 
this? This is hardly the quantum leap promised by 
the hype regarding 64 versus 32 or even 16bit 
excited when the Nintendo system was 
announced. But when are we going to see 
something that actually pushes the machine? 

Jasper Manchipp, 

via email 

Until à truly outstanding racing game comes along 
for the Nintendo machine Super Mario Kart 64 is 
bound to suffer unduly when placed next ta the 
sheer speed and visual punch of Namco's 
thoroughbred racer. Indeed, Edge concedes that 
SMK64 and other N64 titles do fall well short of 
the promises made by Nintendo in the pre-launch 
hype period. But outside of the racing genre, few 
could deny that titles such as Starfox, Blast Corps, 
Turok, and this month's stunning GoldenEye 
represent а clear progression from 32bit, And this 
is something accentuated by Rare's stunning E3 
duo of Conker's Quest and Banjo-Kazooie. 

Compared to PlayStation development, N64 
coding is clearly in its infancy and just as Sony's 
machine is finally being pushed beyond its current 
performance benchmark, no doubt coders will 
take the 64bit machine to mind-blowing pig 
new levels in the not-too-distant future. | 


Keeping it covered 
і 'd just like to respond to Nicholas Stoker's 
В letter (E47). | say bring on the cover- 

mounted gifts (providing they're the same size or 

smaller than the mag). The CD-ROM was 

excellent. Also, if he wants a plastic bag (what 

does he do with them?), get Edge on subscription 

- you get a nice red bag with a shiny black lining! 
Ben Mullinger, 

via email 


A tale of CD woes 

A fter being a loyal follower of Edge over the 
years | was very pleased to hear about your 

upcoming cover CD. So when your new issue 


CONTINUED > 


arrived іп my local newsagents | purchased the 


issue asap and returned home, only to discover to 


my shock that the CD would only work with 
Win95! Although all of the .mov files were 
viewable ! was still disappointed with your lack of 
provision of 16bit and 32bit .exe files. 

| realise that Edge deals with the cutting-edge 
of tech, but you should still provide us users of 
DOS and Win3.1 1 with proper access to your 
provide a 16bit „ехе file just like all other Future 
Publishing PC magazines do. By the way, the CD 
audio track is great! 


via email 


Sincere congratulations 
incere congratulations and thanks are in 
order for your superb cover CD. It is perhaps 
the first 1 have encountered, out of hundreds, that 
truly did not waste a single byte of the disc. 
Mark Lawton, 


Interactive suggestions 
enjoyed the Edge Interactive CD, but feel 
“that the following additions could make the 
seco ones bine ОШ release it, even better: 
* Game demos. Yeah, a predictable suggestion, 
but only include a few of the best ones. PC mags 
have CDs overloaded with substandard, play-once 
demos, so avoid doing that. 
* Text files. Wouldn't a few of the latest FAQs be a 
great little extra? They'd barely take up two 
megabytes of the CD. 
* Emulators. Just the emulators, mind you — the 
ROM images are illegal to distribute. Myself and 
many others would rather get emulators off a CD 
than triple our phone bills downloading the whole 
programs from the Internet. 
“Gallery piccies, Try to fit 'em on next time. 

Well, thanks for providing me with a great 
monthly read, and others with the best games 
magazine on the market, with or without CDs. 

Andrew Crane, 

via email 

Thanks for the feedback and suggestions. Edge 
has looked into the possibility of providing 
interactive demos of PC and console titles, but 
unfortunately a disc that works on all formats 
(N64 excepted for obvious reasons) isn't feasible. 
Edge has no immediate plans to introduce 
playable PC demos on its next disc. Apologies to 
those wha experienced problems running the disc 
but a high PC and Mac minimum spec was 
necessary to keep a high standard of 
presentation throughout. = 


Character building 

П n recent years, the differing approaches to 
game design by software companies in the 

East (notably Japan) and the West have been 
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ate the deficiencies in Western products. 

For example, characterisation (in the sense of 
defining and sculpting the game characters) has 
continued as a fundamental basis for many 
Japanese games, and yet it is often neglected in 
the West. Without this essential foundation of 
been stripped of any individuality or defining 
identity. Thus, all too often they become а mere 
exploration of interconnected screens as oppased 
to a tangible entity that supports itself. 

For the Japanese, reality is not necessarily the 
key. Indeed, many of the best characters of 
Japanese software (Cloud Strife, Heihachi, or 
Vega, for example) rely on the fact they are 
fantastical. However, they still exist as credible 
individuals within the worldscape defined by the 
game. As a result, the game establishes itself as 
an experience which can give as well as take. It is 
not even necessary for the player to need to 
become heavily involved with the character, as he 
would (for example) in Final Fantasy VII. As long 
as the character is fully rounded — 
idiosyncratically, wears clothes for a reason not 
just because of a palette choice, and reacts in a 
consistent way — the illusion is created, and he or 
she imposes a convincing identity on the game. 

Nick, 

via email 
Edge has long campaigned for decent character 
design, and this is one of the reasons why 
lapanese titles feature so prominently in the 
magazine. Japanese design hallmarks are 
traditionally imaginative, offbeat, and rarely suffer 
from the contrived Western notions of what 
makes an appealing character (reversed baseball 
caps and shades, for example). Possibly this has 
much to do with cartoon-style characters having a 
greater importance in Japanese culture and 
Japanese designers consequently having a firmer 
grasp of the essentials of character design. Which 
probably explains why there are ten Western 
game characters with the design sensibilities of 
the Zool the Ninja Ant (from the nth dimension) 
for every Sonic the Hedgehog 

Edge is planning an in-depth analysis of XE. 


this very topic in a forthcoming issue. 





^w m | the only person that has noticed a bias 
towards the PC in your magazine? Do you 
think that everyone has got either a PC, 
PlayStation or Nintendo 64? 

Wake up! Some of us own Macs and Amigas. 
You had a perfect way of finding out which home 
computers your reader own with the reader 
survey, but the questions are worded ‘Do you 
own а PC? not ‘Do you own a home computer? If 
yes, which type”. Then it says ‘Which of these 
games consoles do you own?’ and then lists the 
Amiga in the list of consoles. The Amiga is only 


just being caught up with as the best computer 


for broadcast-quality graphics. Only one new 
game has been released this year, but that's only 
three less than the N64. 

Your article on emulation is another example 
of your bias. You mention the websites where you 
can find the PC versions of the emulators, but not 
the Mac and Amiga sites. Why? Could you not be 
bothered to find them out? 
coverage to all computers, not just one. 

Gary Pearson, 
via email 
Retro emulation sites that serve the-Macintosh 
pretty much come down to the one that was 
detailed in E46 — The Macintosh Emulation 
Homepage at http://www emulation.net. 

As for the issue of PC bias (déjà vu, anyone?), 
Edge is simply reflecting that the machine has 
truly come into its own as a powerful gaming 
platform, The Amiga on the other hand, while still 
popular as a cult home computer, hardly figures 
in state of the art videogaming which is Edge's 

Incidentally, Edge will not enter into any 
correspondence relating to feedback along the 
lines of "Оо you realise that if you stick a stinking 
great processor in an Amiga it is in fact = 
more powerful than a Pentium PC, etc, etc. 


Everyone's dropping them 

aving owned practically every major console 

created in the last ten years, | have finally 
learned my lesson. The best plan is not to rush 
and by the hottest thing on the market (right now 
the N64), but sit back and wait for prices to drop. 

What with the current trend of retro-gaming 

and the fertile budget PC market, | consider my 
situation a fortunate one. Having been slightly 
disheartened over the past six months due to the 
lack of triple-A (or even double-A) software for 
the PlayStation, | thought my only alternative was 
to fork out £150 for an N64 plus £60 per hit for 
the games. However, since browsing through E46 
my mind was changed by the upcoming releases 
for the machine which seem, to me at least, to be 
up there with the leading N64 software. 


MANERA KAR obtaining a modern for amy 
lacking P120, | plan to spend the next year playing 
on emulated spectrum games, and Little Big 


Adventure and Magic Carpet (E10 each). The 


money | save will leave me with more than 
enough for the few expensive classics that come 
along, such as X-Wing vs TIE-Fighter and, 
hopefully, Metal Gear Solid, Overboard and 
Colony Wars. The future is almost here and, even 
without an N64, I'm going to enjoy every minute. 
via email 


The old BBC 
ith regard to E45's Love Resurrection feature, 
| can't believe that you've forgotten about 
one, and it had some really cracking games for it! 
For example, the original Elite by David Braben, 
the racing game Revs (| think by Geoff 
Crammond?), the brilliant Repton series of games, 
an excellent version of Galaga, and many more. 
computer at that time as well, with superb 
peripheral expandability. Oh yeah, and Acorn is 
still around today (www.art.acorn.co.uk), unlike 
some other manufacturers | could mention. For 
BBC resources try: 
http://www.ncLac.uk/ -n5013784/bbc-emu.htrl 
http://www.idt.unit.no/~robert/bbc/bbc html 
http://www.cistron.nl/ -wouters/bbc/bbc-etc.html 
Michael Ho, 
via email 
Thanks for the site listings. Edge apologises for 
the omission of the BBC Micro from its recent 
emulation features — it was an unfortunate 
oversight. The machine did indeed play host to 
a number of classic games (Elite, Starship 
Command, Exile etc), and served as the valuable 
introduction for thousands of home computer 
users to the hobby via its popularity at 
schools and colleges. E 


wide boy 
was interested to read your comments on 
2.3 the widescreen TV in the nuMedia section of 
E46. You describe how marvellous playing games 
is on a 28-inch widescreen TV. | find it interesting, 
though, that you say this as you consistently 
criticise any developers who include black borders 
in their games. I prefer games with black borders 
as they dsiappear in widescreen mode. 
Lee Feder, 
Telford, Shropshire 
The black borders that Edge berates so much are 
usually the result of a hasty conversion from NTSC 
to PAL due to the increased number of horizontal 
scan lines on UK PAL TVs. Developers can 
minimise this but unfortunately, these borders are 
usually accompanied by slow-paced gameplay, 
too. Widescreen TV owners may be able to 
put up with this, but Edge doesn't E 
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have tne following questions concerning Nintendo 5 64DD 
[8]. 1. How much do you estimate the system will cost? 
2. Will you have to buy extra RAM separately, or will it come built-in? 
3. Nintendo says that 5400 will have modem capabilities. Does this mean it - 
will have an actual modem in the unit? : = WIN! E ا‎ 


Girin beer Rone 


4. Also on the subject of modems, will Nintendo set up its own Nintendo їл o | Pa ~ У сб йуз 
gaming network? l | чы cT. 
5. Will any Nintendo fan be allowed to have their own ‘websites’, thus ee mo WG | Pim ht 
meaning we will be able to download new characters, levels, or teams on to 
64DD cartridges? 
Alex Tew, via email 
1. Nintendo hasn't officially released a price for the 5400, although it ' 
А nas ninted that п wants the unit to be extremely affordable — at least in 5 SPLASH! 


LIGA Me uy Wei 


its domestic market where it's thought that the system could retail for as low tnit Racer 


as Y10-15,000 (£50-75). In the UK it's unlikely that such a system would retail 
tor anything less than £100, but it’s really too early to speculate. 

2. The unit is supposed to be shipping with 4MD of RAM built into the system 
and additional RAM carts are planned to be made available if and when more 
memory 15 needed. 

3. Possibly, and if the company is preparing to allow its game players to 
expand their game titles via downloadable data, it would make perfect sense 
for Nintendo to make modem facilities as Standard in the vocem Quite what 
effect this would have on the cost of the device is obviously the most 


important issue that Nintendo will need to consider 























4. The company has hinted at this.and it seems highly likely 
5. Less likely, but sadly unofficial hacker sites packed with 64DD X 
files are bound to arise if the technology permits. 


$1 | have a PC166 and I'm thinking about buying a 3D card. How much | | ІН | | 1 E SIUN vit ШШ ^ )hY ? 


4 difference will a 3Dfx card make to my games and is it Still a safe bet? | 





Neil North, Melbourne, Australia 

| When the Voodoo card is supported Dy developers - something which 
А nas recently gone into overdrive (see News) - it does make a substantial 
difference to the frame rate of a game, usually sustaining it at 30fps at 
640x480, instead of the dreadfully jerky 15fps average of most PC games. 
When the card is written to using the company's Glide API instead of Direct3D 
or OpenGL, even higher performance is possible and &Ofps is attainable, as 
seen in Pod and - even more dramatically = in Powersiige. Currently, there 
are almost 200 3Dfx games in development, and the company has Said jt 
doesn't intend to introduce a more powerful model until next year 
This is as safe as it gets in the PC market, but nothing Is assured t 


Q My TV is not NTSC and | want to get an American Nintendo 64. What со 
lave to buy to make it work on my TV? 
Dom Barnet, via email 
» You haven't said if your TV has a SCART socket because the only 
A option i5 to us your machine converted (most Importers will do this as 
tandard) so it can output an RGB SCART signal. If you don't have SCART, 
there are PAL convertors to consider but be prepared for a 
noticeable drop in picture quality 


Europress 


4 
The movie has been hailed as one of the 

greatest ever made, its popularity in the 7 ' 
sci-fi genre eclipsed only by thé tstar Al 
a Wars’ trilogy. The 1995 release of ‘The — '' || 
Director's Cut' was seen by three times as ho 

many cinema-goers as the original. tn ) 
issue 49, Edgeslies out to Las 2m " 7 
where ti the jewel in Virgin's crown 
^ А Westwood studiés, is working on what  " | 


bd Ы - B ГГ LE T ranks among Mê mast eagerly anticipated 
è gamgs,of the qae Blade Runner b | 
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